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OTHB&WISB CALLED 

THE GAMBIT OF ALEPPO, 

W.ITH SIX BACK OAMZS ; 

Rgspeciively en this Third Move qfthe WHiiU^ the Third Move 

of the Bi^t thfi Fourth Move of the fVhite^ the Sevetith Move 

qfthe Whiter ihe eighth Move efthe Blacky and the Tenth Meve 

^ the White. 

I. 

W, The queen's pawn 2 squares. 
B. The same. 

2. 
W. Queen's bishop's pawn 2 squares, 
B. The pawn takes the pawn. 

vox.. II. B ^ jV^ifKingfs 



2 THE QUEENS GAMBIT. 

3. 

W. King's pawn 2 squares, (a) ^d 
B. King's pawn S squares, (b) JCM 

4. 
W. Queen's pawn 1 square, (c) -Cf 
B. King's bishop's pawn 2 squares, (d) 

5. 
W. Queen's knight at his bishop's 3d. 
B. King's knight at his bishop's Sd. 

6. 
\V. King's bishop's pawn 1 square. 
B. King's bishop at his queen's bishop's 4th. 

Notes. 

(a) Had you pushed this pawn but one square, 
your adversary would have confined your queen'g 
bishop during half the game. The subject of the 
first back game. 

(b) If, instead of playing this, he had sustained the 
gambit pawn, he would have lost the game ; as will be 
seen by the second back game : but, if he had neither 
pushed this pawn, nor sustained the gambit pawn, you 
must have pushed your king's bishop's pawn two 
squares, in order to have three pawns in front. 

(c) Had you taken his king's pawn, you would 
have lost the advantage of the attack. The subject 
of the third back game. 

(d) If he had played any thing else, by pushing* 
your king's bishop's pawn two squares, you would 
have procured for your pieces an intire liberty to act. 

W. Queen's 



THE QUEEN S GAMBIT. 3 

7- 
W. Queen's knight at his rook's 4th. (e) ^ 
B. The bishop takes the king's knight. (/) 

8. 
W. The rook takes the bishop. 
B. The king castles, (g) jrS^ 

9. 
W. The knight returns to his queen's bishop's 

3d. • 
B. The pawn takes the pawn/ 

Notes. 

(e) If, instead of pliying your knight^ in order to 
get rid of his king's bishop, according to the rule pre- 
scribed in the first party, note (c), you had taken the 
gambit pawn, you had lost the game. The subject 
of the fourth back game. 

(f) If, instead of taking your knight, he had played 
his bishop to your queen's fourth, you might have 
attacked him with your king's knight^ and left him 
no possibility of escape. 

(g) If he had pushed his queen's knight's pawn two 
squares, in order to sustain the gambit pawn, he had 
lost the game ; (as is exemplified in the fifth back 
game) and if, inslead of that, or the move he* has 
adopted, he had chosen to take your king's pawn, 
your taking his capturing pawn would not commit 
yours to his knight ; because, were he to take it with 
his knight, he^ould lose the gan(ie, through a sub- 
sequent check IfifOAi^your queen. 

' V ^ B S W. The 
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4 THE 4t7£Etf's AAltBit. 

Id. 
W. The king's Bishop tikH ihi ^{vhibit 

pawn. (A) Jf^ 
B. The pawn takes the pawn. 

11. '* •'' 

W. The pawn takes the pawn, (i) 
B. Queen's bishop at his king's bishop^s 4th. 

12. 
W. Queen's fcishop at his king's Sd. 
B. Queen's knight at his queen's 2(L 

13. 
W. The queen at her 2d square. 
B. Queen's knight at his 3d square. 

14. 
W. The bishop takes the khight. 
B. The rook's pawn takes the bishop. 

15. 
W. The king castles on his queen's side. 
B. The king at his rook's square. 

Notes. 

(A) Tills critical movie requires a back game : if you 
had taken the first of his double pawns with your 
king's bishop's pawn, you would have lost the 
game. 

(i) In taking with this pawn, you give your rook 
an opening upon his king, 

W. King's 



16. 
W. King's roo^ at tl^^ adverse ^ing^s knight^ 

4th. 
B. King's knight's pawn 1 square. 

17. 
W. The queen at her king's 3d. 
B. The queen at her 3d square. 

18. 
W. The knight a|t his king's 4th. 
B. The bishop takes the knight. 

19. 
W. The pawn t*kes the bishop ; uniting with 

his queen's pawn. * 
B. The king's rook at its king's squar<?. 

20. 
W. The king at his queen's knight's square. 
B. The queen at her bishop's 4th, (Ar) 

W. The 
Notes, 
(k) Your queen's imposing aspect on the adv<ersary's 
left wing, continually alarms him for the safety of his 
king. He sees that were you to place your queen's 
rook at the king's bishop's square, he could only pre- 
vent check-mate, were he to keep the queen, by 

placing 

^ It is not strictly uniform to insert comments in the 
text, yet as the ease of the reader seems consulted by it, 
when they are so simple as to require no pause, the Editor 
retains them there* 

B3 



6 THE QU££N*a GAMBIT. 

21. 

W. The queen takes the queen. 
B. The pawn takes the queen. 

2Q. 
W. Queen's rook at its king's square. 
B. The king at his knight's 2d. (/) 

23. 
W. Tlie king at his queen*s bishop's Sd. 
B. King's rook's pawn 1 square. 

24. 
W. King's rook at its knight's Sd. 
B. The knight at his king's rook's 4th. 

25. 
W. The rook assailed by the knight at its 

queen's knight's 3d. 
B. Queen's knight's pawn 1 square. 

26. • 
W. The queen's pawn 1 square ; to make an 

opening for your rook and bishop. 
B. The pawn takes the pawn. 

Notes. 
placing her at the counter-square, whicli would con- 
tract her sphere of action very much ; he therefore 
makes an offer to change the queens, as the^inost 
eligible mode of extinguishing the daqge^r; which 
you must accept, or give hiui the attack. 

(I) Some moves which want an obvious motive, 
arc explained by the following move. 

W. Tlie 
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27. 
W. The king's rook takes the pawn. 
B. Queen's rook at its queen's square. 

28. 
W, Queen's rook at its queen's square. 
B. The knight at its king's bishop's 3d. 

29. 
W. The king's rook gives check, 
p. The king at his rook's square. 

30. 
W. The bishop at the adverse queen's 4th ; 

to stop the adversary's pawn. 
^. The knight takes the bishop, 

31. 
W. The roolc takes the knight, 
B. King's rook at its bishop's square. 

3?. 
W, Queen's rpok at its queen's 2d» 
B. King's rook at the adverse king's bishop's 
4th. 

33, 
W. Queen's rook at its king's 2d, 
B. Queen's pawoi 1 square. 

34, 
W. The pawn takes the pawn, 
B. The rook takes the pawn. 



B 4 W. King's 



I TIIK ^VCKir'i OAMBIT. 

95. 
W. Kittf'iimok ftttht! tdverM king'* td. 
B. Ktng'» kiiight'n ptwti 1 ii(|UAr«. 

96. 
W. One of tbo rooki tttk«i the pAwti. 
2J. The rook takeo the rook. 

37. 
W. The rook tAkeai the rook. 
B. The rook give* ciieok at the advene king\ 
biNhop's 8(1. 

SB. 
IV. The king at hif quern'i bishop*! 3d. 
B. The rooli take* tlte pawn. 

W. The rook'i pawn t iquareit. (w) 
B. King'* kuight'i pawn 1 square. 

40. 
W. Tlie rook'i* pawn I fKiwarc. 
B. Tht! knight'n pawn 1 Mjuare. 

41. 
W. The rook at its king's square. 
B. Tlie knigtit's pawn 1 square. 

Noteif. 

(m) U, inKtriwI of plityiHg thU, you \m\ tnkm Un 
p«wH with ytmt rpok, yttu would bttv^ l«t*t iljt* jjnitt** ; 
\if<'MU»ti ytmr kin(( would Jrnvp |>r«'v*'nM'd your foek 
from hrriviiig nt the |troinotion ll»«, hi tlm" to utoii 

' ^ W. 'I'll* 
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W. The rook at its king's knight'a square. 
B. Thejook gives check. 

43. 
W. The king at his queen's bishop's 4th. 
B. The rook at the adverse king's knight's 3d. 

44. 
W. The rook's pawn 1 square. 
B. The rook at its knight's 2d. 

45. 
W. The king takes the pawn. 
B. The rook's pawn 1 square. 

\€. 
W. The kingat theadverse queen's knight's 3d. 
B. The rook's p^wn 1 square. 

... ': -ir. 

W. The rook's pawn 1 square. 
B. The roplcitakea the pawn, (n) 

W. The rook takes the pawn, (o) 
B. The rook at its king's rook's 2d. 

Notes, 

(n) Had he not taken your pawn, you would have 
won the game immediately. 

(o) If, instead of taking his pawn, you had taken 
his rook, you would have lost the game. 

W. The 
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49. 

W. The pawn S s(iuarc§. 
B. The pawn 1 square. 

30. 
W. The rook at iu king's rook's 2cl. 
6. The king at his knight's 2d. 

W. The pawn 1 square. 

Ji. The king at his knight's 3d. 

53. 
W. The king at the adverse quecn*» bishop's 

Sd. • 

B. The king at his knight's 4th, 

53. 
W. The pawn I square. 
B. The king at the adverse king's knight's 
4th. 

54. 
W. The pawn advances. 
])• Takes the pawn with the rook, and playing 
afterwards his king upon the rpok/' it must 
be a drawn game. 



In pursuing a literal course through tljc 
steps of this gambit, the attention is repaid 
by numberless strokes, well designed and well 

parried. 
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parried. It is observable that this is the first 
party that has not opened with the move of 
the king's pawn. For the leading steps of 
this model, the boards of Europe are in* 
debted to ^ City in the East— ^he £a$t, 
which as it gave birth to Chess, has had 
expert players from an immemorial era. 



FIRST 



FIRST BACK GAME, 

TO THE QUEE!f's GAMBIT, 
Os 4h0 Third Mon ^ ih^ WhiU^ 
S. 

W. The king's pawn I square. 

B. The.king^s bishop^s pawn 2 squares. 

4. 
W. The king's bishop takes the pawn. 
B. King's pawn 1 square. 

6. 

W. King's bishop's pawn 1 square. 
B. King's knight at his bishop's 3d. 

6. 
W. Queen's knight at his bishop's Sd. 
B. Queen's bishop's pawn S squares. 

7. 
W. King's knight at his king's 2d. 
B. Queen's knight at his bishop's 9d. 

8. 
W. The king castles. 
B. King's knight's pawn 3 squares. 

9. 
W. The pawn takes the pawn. 
B. The queea takes the queen. 

W. The 



10. 

W, The rook tftk6s the queen. 

B. The king's bishc^ takes the pawn. 

11. 
W. King's knight at his queen's 4tb. 
B. The king at his 8d square. 

le. 
W. Queen's knight at his book's 4th, 
B-. King^'fi bishop at his queen's dd 

15. 
W. The knight takes the knight. 
B. The p&wfa take^ the knight. 

14. 
W. King's bishop's pawn 1 square. 
B. King's rook's pawn 1 square. 

15. 
W. Queen's bishop at his queen's 2d. 
B. The knight iat his queen^s 4th. 

16. 
W. King's knight's pawn 1 square. 
B. Queen's bishop at his queen's 2d. 

17. 
W. The king at his bishop's 2d. 
B. The pawn in thfe queen'd >bishop'a 'file 1 

square. 

1«. 

W. Hie ktight at his iqueen*i8 bishpp's 3d. 
^ Qi^eea's bishop ^tJa^is 3d sqimre. 

W. The 
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W. The knight taken the knight* 
B. The pawn taken the knight 

SO. 
W. King's biflhop at liinking's Sd. 
B. Queen's rook at its king's knight's square* 

SI. 
W. Queen's bishop at liis 3<1 square. * 
B. I1ie king's knight's pawn takes the pawn* 

S8. 
W. The bishop takes the rook. 
B. llie pawn takes the king's pawn giving 

check. 

S3. 
W. The king takes the pawn* 
B* The rook takes the bishop. 

S4. 
W* King's bishop at his 3(1 square. 
B. The king at his 3d square. 

25. 
W. King's rook at its queen's Sd. f 
B. The queen's pawn gives check. 

W* The 

* WcmM it not b« profwable ui ihii mor« to pisy ili« 
kingN rook to \U king'i iqo&re? Editoa. 

t Suppoiing it to have bewi waived before^ the EoiT^a 
would here pliy the kingS rook to iti king'* nqunref in 
cofitempliition of the itifemled check Trom the ndvoriie 
cjiaeen'f pnwtii thai the kiogf on morltigy mighi retort 

check 
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26. 

W. The king at his bishop's 2d. 

B. Queen's bishop at the adverse king's 4th. 

27. 
W. Queen's rook at its king's square. 
B. The king at his queen's 4th. 

28. 
W. King's rook at its king's 2d. 
B. The rook at its king's square. 

29. 
W. King's knight's pawn 1 square. 
B. The bishop takes the bishop. 

30. 
W. The rook takes the rook. 
B. The pawn takes the pawn. 

31. 
W. King's rook's pawn 1 square. 
B. The pawn in the queen's bishop's file 1 
square. 

32. 
W. King's rook at the adverse king's rook's 

square. 
B. Queen's pawn 1 square. 

check by discovery; by which the white player would 
change bishop for bishop without uniting the adversary's 
pawns, and the adverse king would be forced back. 

W. The 
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33. 

W. The king at hit 3d square. 

H The king's bishop gives check at hb 

queen's bishop's 4th. 

94. 

W. The king at his bishop's 4th si|ware^ 

having no better place. 
B. The queen's pawn 1 squarci and wins the 
game. 



By changing each of his rooks for a bishop 
and a pawn, the black player acquired a pre- 
ponderance of pawns, which he turned to a 
good account : but it appears to the EditoHi 
that the white player might either originally 
have prevented this, or have afterwards sur- 
rendered his rooks for the adverse bishops, 
and have had pawns to the transfer: at all 
events he is persuaded, that the foundation 
for this defeat was not laid at the beginning of 
the game. Not to repose upon the Editor's 
suggestions to vary the play, it is said, in an 
early edition of Puilidor, that a deviation 
so late as the 91st move would recover the 
equipoise. These are the words. ^^ I let 
^* your game be lost, onljr to shew the strength 

'' of 
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" of two bishops against the rooks, particu- 
*' larly when the king is placed, between two 
** pawns. But if instead of employing your 
*' rooks to make war against his pawns, 
** you had, on the Slst move, played your 
'^ rook at the black queen's square; on the 
^' 32d move, brought your other rook at your 
^* adversary's king's second square; and, on 
^* the 33d move, sacrificed your first rook for 
'^ his king's bishop; instead of losing, you 
•* had made it a drawn game." This obser- 
vation is unaccountably omitted in the $ub- 
• sequent editions, and yet it seems to have 
proceeded on a just calculation. With regard 
to shewing the force of two bishops against 
the rooks, it may be asked, how that can be 
done but by the very best play for each 
party? 
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The mode in the Cunningham Gambit wac 
synthetical: but it will be recollected that 
the conduct of this gambit is properly analy* 
tical The first form of it presents a series 
ofmoves critically good; embraqingi through- 
out, the expedient, iu moving for both 
parties. Slightly surveyed, it may seem less 
brilliant than the back games, as the balance 
of play precludes a decisive result, while it 
is, on that account, superior to them. As 
the management of the queen*s gambit is « 
delicate, and depends on circumstances ap- 
parently trivial, at the opening; the back 
games are to shew the advantage which one 
party gives to the other, by deviating from 
the model at particular stages. 



SECOND 



THE queen's gambit. IQ 

SECOND BACK GAME, 

TO THE queen's OAMBIT^ 
On the Third Move of the Black. 

3. 

W. King's pawn 2 squares. 

B. Queen's knight's pawn 2 squares. 

4. 
W. Queen's rook's pawn 2 squares. 
B. Queen's bishop's pawn 1 square. 

5. 
W. Queen's knight's pawn 1 square. 
B. The gambit pawn takes the pawn. 

6. 
W. The pawn takes the pawn. 
B. The pawn takes the pawn. 

7- 
W. The king's bishop takes the pawn, and 

gives check. 
B. The bishop covers the check. 

8. 
W. The queen takes the pawn. 
B. The bishop takes the bishop. 

9^ 
W. The queen takes the bishop, and gives 

check. 
B. The queen covers the^ check. 

eg W. ThQ 



20 THE queen's gambit. 

10. 

W. The queen takes the queen. 
B. The knight takes the queen. 

11. 
W. King's bishop's pawn 2 squares. 
B« King's pawn 1 square. 

12. 
W. The king at his 2d square. 
B. King's bishop's pawn 2 squares. 

19. 
W. King's pawn 1 square. 
B. King's knight at his king's 2d. 

14. 
W. Queen's knight at his bishop's 3d* 
B. King's knight at his queen's 4th. 

15. 
W. The knight takes the knight. 
B. The pawn ta)ces the knight. 

16. 
W. Queen's bishop at its rook's 3d, 
B. The bishop takes the bishop. 

17. 
W. The rook takes the bishop. 
B. The king at his 2d square. 

18. 
W. The king at his bishop's 3d square. 
B. King's rode at its queen's knight's square. 

W. The 
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W. The knight at his king's 2d, 
B. The king at his Sd square. 

SO. 
W. King's rook at its queen's raok's square. 
B. King's rook at its queen's knight's Sd. 

21. 
W. Tlie queen's rook gives check. , 

B. The knight covers the check. 

22. 
W. King's rook at the adverse queen's rook's 

4th. 
Bf King's knight*s pawn 1 square. 

23. 
W. The knight at his queen's bishop's Sd. 
B. Queen's rook at its queen's square. 

24. 
W. The queen's rook takes the rook's pawn. ' 
Bp The rook takes the rook. 

25. 
W. The rook takes the rook, and must win 
the game. 



C 3 THIRD 
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THIRD BACK GAME, 

TO THE queen's GAMBIT, 

On ih4 Fourth Move qf the White. 

4. 

W. The queen's pawn takes the pawn. 
B. The queen takes the queen« 

5. 
W. The king takes the queen. 
B, Queen's bishop at his king's 3d. 

6. 
W. King's bishop's pawn 2 squares. 
B. King's knight's pawn 1 square. 

7. 
W. Queen's knight at his bishop's iJd. 
B. Queen's knight at his queen's 2d. 

8. 
W. King's rook's pawn 1 square. 
B. King's rook's pawn 2 squares. 

,9. 
W. Quern's bishop at his king's 3d. 
B. The king castles. 

10. 
W. The king at his queen's bishop's 2d. 
B. King's bishop at his queen's bishop's 4th. 

W. I1ie 
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11. 

W. The bishop takes the bishop. 
B. The knight takes the bishop. 

12. 
W. King's knight at his bishop's 3d. 
B. Queen's bishop's pawn 1 square. 

13. 
W. King's knight at the adverse king's 

knight's 4th square. 
B. Queen's knight's pawn 2 squares. 

14. 
W. King's bishop at his king's 2d. 
B. King's knight at his king'j^ 2d. 

1.5. 
W. The knight takes the bishop. 
JB. The pawn takes the knight. 

16. 
W. Queen's rook's pawn 2 squares* 
B. Queen's knight at the adverse queen's 
knight's 3d. 

17. 
W. Queen's rook at its 2d square. 
B. Queen's ropk's pawn 1 square. 

18. 
W. The pawn takes the pawn. 
B. The rook's pawn takes the pawn. 

C 4 W. The 
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19. 
W. The rook givc# check. 
B. The king at his queen's knight's Sd. 

20. 
W. The rook takes the rook. 
B. The rook takes the rook. 

31. 
W. The rook at its queen's square. 
B. The queen's knight gives check at the 
white queen's 4th. 

22. 
"W. The king at his queen's knight's square. ^ 
B. The king at his queen's knight's Sd. 

23. 
W. King's knight's pawn 2 squares. 
B. The pawn takes the pawn. 

24. 
W. The pawn takes the pawn. 
6. Queen's bishop's pawn 1 square. 

25. 
W. King's knight's pawn 1 square. 
B. King's knight at his queen's bishop's 3d. 

26. 
W. The bishop at his king's knight's 4th. 
B. Queen's knight's pawn 1 square. 

27. 
W. The knight at his king's 2d. 
B. King's knight at his queen's rook's 4th. 

- W. The 
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W. The knight takes the knight. 
B. The pawn takes the knight. 

29. 
W. The bishop takes the pawn. 
B. The king at his queen's bishop's 4tK 

SO. 
W. King's bishop's pawn 1 square. 
B. Queen's pawn 1 square. 

31. 
W. The king's bishop's pawn takes thepawh. 
B. The knight at the adverse queen's knight's 
Sd. 

32. 
W. The pawn 1 square. 
B. The rook at its queen's rook's square^ 

33. 
W. The rook takes the pawn. 
B. The rook gives check. 

34. 
W. The king at his queen's bishop's 2d. 
B. The rook gives check-ndate at the bishop s 
square. 



FOURTH 



26 THE queen's OAMBIT. 

FOURTH BACK GAME, 

TO THE queen's OAMBIT, 
On the Seventh Move of the ffliite. 
7. 

W. The king's bishop takes the gambit pawn. 
B. The pawn takes the pawn. 

8. 
W The pawn takes the pawn. 
B. King's knight at the adverse king's knight's 
4th. 

9. 

W. King's knight at his rook's 3d. 
B. The queen gives check. 

10. 
W. Tlic king at his queen's 2d. 
B. King's knight at the adverse king's 3d. 

11. 
W. The queen at her king^s 2d. 
B. Queen's bishop at the adverse king's 
knight's 4th. 

12. 
W. The queen at her 3d square. 
B. The king's knight takes the pawn. 

W. King's 
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13. 
W. King's knight at his own square. 
B. The queen at the adverse king's square, 
giving check. 

14. 
W. The king retires. 

B. The king's bishop takes the knight, and 
must win the game. 



FIFTH 
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FIFTH BACK GAME, 

TO THE <IVZKS'» GAMBIT, 

On ihe Eighth Muvi of the Black. 
8. 

W. The rook taki?i» the bishop, 

n. Queen's knigiit's pawn 2 squares, 

9. 
W. The knight at the adverse queen*s bishop's 

4th. 
B. The king castles. 

10. 
W. Queen's rook's pawn 2 squares. 
V. Qtieen's knight at his ro(;k's 3rl. 

ir 

W. The knight takes the knight. 
B. The bishop takes the knight 

12. 
W. The rook*s pawn takes the pawn. 
B. The bishop takes the pawm 

Id. 
W. Queen's knight's pawn 1 square. 
B. The king's bishop*s pawn takes the pawn. 

14, 
W. The quern's knight's pawn takes the pawn. 
B. The bishop at his queen's 2d. 

W. Queen's 
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15. 

W. Queen's bishop at the adverse king's 

knight's 4th. 
B. The pawn takes the pawn. 

16. 
W. The pawn takes the pawn. 
B. The king at his rook's square. 

17. 
W. King's bishop at his queen's 3d. 
B. King's rook's pawn 1 square. 

18. 
W. King's rook's pawn 2 squares. 
B. The pawn takes the bishop. 

19. 
W. The pawn takes the pawn. 
B. The knight at his rook's 4th. 

20. 
W. The bishop at the adverse king's knight's 

3d. 
B. The knight at the adverse king's bishop's 
4th. 

21. 
W. The queen at her bishop's 2d, 
B. The knight takes the bishops to avoid the 
mate. 

22. 
W. The queen takes the knight. 
B. The bishop at his king's bishop's 4th. 

W. The 
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S3. 
W. The quccfn gives check. 
D. The king retires. 

W. King's knight's pawn 1 square. 
E The bishop takes the pawn. 

W. The queen takes the bishop. 

B. The queen at her king's bishop's 3d. 

S6. 
W. Queen's rook at the adverse queen's rook'n 

dd. 
fi. The queen takes the qticen. 

87. 
W. The queen's rook takes the queen* 
D. King's rook at its bishop's 2d. 

' S8. 
W. The king at his Sd square. 
B. Queen's rook's pawn S squares. 

89. 
W. Queen's rook at the adverse king's 3d. 
B. The rook's pawn 1 square. 

30. 
W. The rook takes the pawn. 
B. The rook's pawn 1 square. 

31. 
W. King's rook at its queen's rook's square. 
B. The rook's pawn 1 square. 

W. Queen's 
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32. 
W. Queen's rook at its king's Sd. 
B. King's rook at its bishop's 3d. 

33. 
W The king at his queen's 3d. -» . r /?/ 
B. The rook gives check. 

34. 
W. The king at his 4th square. 
B. The rook takes the rook. 

35. 
W. The king takes the rook. 
B. The rook at its queen's rook's 3d. 

36. 
W. The king at his queen's 4th. 
B. The king at his bishop's 2d. 

37. 
W. The king at his queen's bishop's 3d. 
B. The rook gives check. 

38. 
W. The king at his queen's knight's 4th- 
B. The rook takes the pawn. 

39. 
W. The rook takes the pawn. 
B. The king at his 2d square* 

40. 
W. Queen's bishop's pawn 1 square. 
B. King's knight'3 pawn 2 squares. 

W. The 
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41. 
W. The rook at the adverse queen's rook's £d. 
B. The king at his queen's square. 

43. 
W« The king at the adverse queen's knight's 

4th. 
B. The knight's pawn 1 square. 

43. 
W. The king at the adverse queen's bishop's 

3d. 
B. The rook gives check. 

44. 
W. The pawn covers the check. 
B. The pawn takes the pawn. 

45. 
W. The pawn takes the pawn. 
B. The king at his own square. 

46. 
W. The rook at the adverse king's knight's Sd. 
B. The rook at it's king's rook's 3d. 

47. 
W. The king at the adverse queen's bishop's 
2d, and by pushing his pawn be will win 
the game. 



SIXTH 



TO THE queen's GAMBIT, 

On the Tenth Move of the H^ite. 

10. 

W. The king's bishop's pawn takes the pawn. 
£. The king's knight takes the king's pawn. 

•11. 
W. The knight takes the knight 
B. The queen giyes check. 

W. The knight at his king's knighf s 3d. 
B. -Queen's bishop at the adverse king^s 
knight*s 4th, 

15. 
W. The king'js bishop at his king's 2d. 
B. The queen takes the rook's pawn. 

14. 
W. King's rook at its bishop's square. 
B. The queen takes the knight, and gives 
check. 

15. 
W. The king at his queen's 2d. 
B. Queen's knight at his queen's 2d. 

16. 
W. The rook takes the rook. 
B. The rook takes the rook. 

VOL. li. P W. The 
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17. 
W. The queen at her king's square* 
B. The rook at the ailversc king's bisliop's Qd^ 
and must win the game. 



Setting aside tlie move in each, which is 
distinctly pointed out as inducing defeat in 
its ultimate tendency, the 2d, 3d, 4th, 5th, 
and 6th back games of this gambit, display a 
penetrating regard to consequences. In a cir- 
cumspection in the use of stratagem and re* 
source, which has not been detected inter- 
mitting in more than one party, may be 
traced the revising attentions and mellowing 
touches of a succession of players. 
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Eegular pattfeier^ 

THE range of gambits is not completed, 
and yet we propose to enter on some regular 
parties. Without proceeding on the idea, 
that the reader will play the games as they 
are presented, the order of which a diversity 
in the degree of proficiency, and an indivi- 
dual pursuit of peculiar attainments, as desi- 
derata, will occasion every one more or less 
to break; it will perhaps be expected, that 
modes of play, which by their properties seem 
assigned to a common class, should not be 
detached in their arrangement, without apo- 
logy or explanation. 

The various gambits agree in this, that 
they engage the player deeply in the mazes of 
evolution, and the surrender of the pawn, is a 
feature common to them all : but they so 
diverge in the field of stratagem after this 
step, that their course of evolutions cannot 
be traced to any participation of principle, 
nor is there any necessary connection hfctween 
them. — For these reasons, and that the cul- 
trvation of regular play may not continue 
susfieffded, without an adequate cause, the 
Editor. follows the arrangement of Phili- 
350R, in introducing, some examples of attack 
and defence, on Ihis. simple system, before the 
D 2 intricacies 
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intricacies of the Salvio gambits. By pur^ 
suing alternately the severe walk of method, 
which moves to the end by a gradual process; 
and the devious flight of ad venture, which at- 
tempts the game by a coup de main ; the spirit 
of each may be rendered easier to seize, as the 
traits in which their opposition consists, are 
seen in contrast. 



WITH FOUR BACK OAMKS; 

Jh$ Firn on the Third Move (/ the Biackf the HeconJ on the 

Fourth Minfe of the H^hite^ the Third on the Fifth Move rf 

the Blacky the tatton the SttUh Move of thr. White, 

W. The king*s pawn S squares, 

B. Tlie same. 

3. 

W. King's bishop at liis ijuecnH bi«»hop*t 

4th. (a) 

B. The same. {0) 

NotCH. 

(a) TliiH IM the? be>»t plarc the? kin^'n bishop can 
occupy ill the firnt inovcH of a fmrty ; here, lie^ batten 
the &(lvcrK<; khig^H hinhop'M pawn, agninvt vmich the 
firni uttiu;kH arc gcncmlly formed. ' ' ' 

(/;) Th(r hhutk hcinj? able to jilay different way«, we 

.will make different parties of it. 

W. Queen's 
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3. 

W. Queen's bishop's pawn 1 square. 

B. The queen at her king's 2d square, (c) .£9 

4. 
W. King's knight at his bishop's 3(1. (rf) «p| 
B. The same, (e)dp^ 

5. 
W. The queen at her king's 2d. 
B. Queen's pawn 1 square. {/) 

Notes. 

(c) He prevents you from establishing two pawns 
a-breast^ ibid occupying the centre. To prevent thatj 
the black has three x)ther ways of moving at this 
period^ the effects of which are severally shewn, in 
the first back game, the supplement to the first bacl^ 
game, and the third back game. 

(d) If you had moved this knight to your king's 
second square, you would have lost the game : one 
object exemplified in the second back game. 

(e) He would have laid a foundation for his own 
defeat, had he taken your pawn with his bishop : ano- 
ther object exemplified in the second back game. 

(f) Had he attacked your king's bisshop's pawn 
with his knight, it would have given you time to 
establish your pawns in the centre. The conse- 
quence is seen in the third back game. 

D 3 W. Queen's 
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6. 
W. QucenV pawn 1 nquarc. (g) j^ 
fi. QuecnS bi»}iop*fi pawn 1 square. (A) 

7. 
W. Kin^'« rook'ft pawn 1 square. 
B, The same. (/) 

8. 

W. Queen's bi.nhop at Jiis king^s 3(1. (*) 
B. The kingS bishop takes the bishop. (/) 

W. The 
Noten. 

(H) If you hiicl pii>ihrrl thin pawn two %t\\\titt%, yoti 
might have oeeupifd the centre for ti moment^ biit 
eouhl not have n^mainc d there \ as is shifwn by the 
fourth ba<*k j(fimc. 

(A) If hr had moved hi» qacen'M binhop to yoitf 
kin^VknighiV fourth nqimre^ you munt ecpmlly have 
advanced your kingV rook'M pawn; you munt never 
leave your superior pieceji U} ilie tnenac<; of the ad- 
verse bishop. 

(i) The pawns have been played on both sideK to 
prevent the bi^hopM from beeoming troublesome to 
the knighti». 

(A) When your queen's pawn eannot be interposed 
to the aetion of the adverM; king's bishop upon your 
king's bishop's pawn, you must keep your queenV 
bishop in reserve, to be posted at your king's thiri. 
squaie; because the queen's bi^bop is the only pieCK^ 
which can effectually be opp<ised to the \u\yct%c 
king's bisbop, 

(/) If he hod moved bock his king's bishops instead 

of 
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9. 

W. The queen takes the bishop. 
B. Queen's bishop at his king's Sd. 

10. 
W. The king's bishop takes the bishop* 
B. The queen takes the bishop, (tw) 

11. 
W. Queen's knight at his queen's 2d. 
B. The same. 

12. 
W. The king castles with his rook. 
B* The same. 

Notes. 

of taking your bishop,, he would have lost a turn: 
when you exchange pieces it is an advantage to take 
first. 

(m) An additional advantage now appears from 
playing your king's rook's pawn at the seventh move, 
for he might at present attack you with his king's 
knight, and afterwards play his king's bishop's pawn 
to bring the knight again into action ; these hits ought 
to be eagerly improved, especially in parties wherein 
your adversary forces out your knights before your 
pawns. 



D4 The 
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The game is equal ; (he white lias only, what 
he »ct out with, the move; he who can first 
bring his king's bishop's pawn into play, by 
pushing it two squares, without making any 
sacrifice, or deranging his pieces, will have 
the superiority of situation. The uniformity 
arises from the black player*s making his 
moves duplicates of the adverse moves, which 
he has hitherto done with propriety and suc- 
cess : but such a plan of counteraction is to 
be pursued with reserve and discrimination, 
and not excessively or mechanically. A 
player who should continue it, from this 
situation, having the move against him, would 
certainly lose. 



FIRST 



FIRSt iiACK GAME, 

On tM Thi^-dMM c/th9 Mtatk, 

3. 
W. Queen's bishop's pawn 1 square. 
B. Queen's knight at his bishop's 3d, (a) 

4. 
W, Queen's pawn 2 squares. 
B, The pawn takes the pawn, {b) J^ 

5. 

W. The king's bishop takes the pawn. 
B. The king takes the bishop, (c) 

Notes. 

(a) He plays this knight to hinder you from push- 
ing your queen's pawn two squares. If^ instead of 
this knight, he had played bis queen's bishop's 
pawn a square^ your next move might equally take 
place. 

(b) He might have withdrawn his bishop to bis 
queen's knight's third, which move will make a sup- 
plement to this back game. 

(c) If he refuse to take your bishop, you must take 
his king's knight, and push your queen's knight's 
pawn two squares, attacking his bishop ; and after- 
wards push the same pawn upon his knight, in order 
to take the pawn with your queen's bishop's pawn 
gratuitously, instead of changing pawns. 

W, The 
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6. 

W. The queen at the adverse king's rook's 

4th. 
B. King's knight's pawn 1 square. 

7. 
W. TIic queen takes the bishop, and will have 

a very good game. 



SUPPLEMENT 



. J 
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SUPPLEMENT 

TO THE FIRST BACK GAME, 
On the Fourth Move of ilie Black. 

4. 
W. The queen's pawn 2 squares. 
B. King's bishop at his queen's knight's 3d. 

5. 
\V. King's knight at his king's 2d. 
B. King's knight at his bishop's 3d, 

•6. 
W. The queen at her 3d square. 
B. The king castles. • 

W* Kiilg's bishopV-J?awn 2 squares. 
B. The king's pawn takes the pawn. 

8. 
W. The king's pawn 1 square, {a) 
B. The queen's pawn 2 squares, {b) 

Notes. 

(a) If on this attack^ he withdraws his knight^ he 
gives you an opportunity of establishing your pawns 
in die centre. 

(6) He hereby limits the operation of your king's 
bisht)p^ and gains time to assign a place of safety and 
utility to his knight. 

W. King's 
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. 9- 
W. King's bishop at his queen's knight's Sd. 
B. King's knight at the adverse king's Mu 

10. 
W. The queen's bishop takes the pawn. 
B. King's bishop's pawn 2 squares, (c) 

11. 
W. The queen's knight at his bishop's 3d. 
B. Queen's bishop at his king's 3d. (rf) 

Notes. 

(e) In order that he may place his queen's bishop 
at his king's third square^ without disturbance from 
your pawn. 

(d) In this situation^ the black pieces have as good a 
game as the white'; there is indeed a pawn passed and 
sustained on the side of the white ; but this advantage 
is counterbalanced by the imposing attitude of the 
black king's knight^ who cannot be dislodged but by 
changing piece for piece \ and in that case, the piEtwnv 
of the black would unite in tlie centre^ giving^ equally 
tQ them as to the white^ a passed pawn. 



SECOND 
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SECOND BACK GAME, 

On th€ Fourth Move of the IVhite. 
4. 

W. King's knight at his king's 2d. {a) 
B. The king's bishop takes the pawn, and 
gives check. 

5. 

W. The king takes the bishop. 
B. The queen at her bishop's 4th, giving 
check. 

6. 

W. The queen's paWn covers the check. 
B. The queen takes the bishop. 

7. 
W. Queen's knight at his rook's 3d. 
B, The queen ftt her kings 3d. {b) 

Notes. 

(a) If this move did not cost you da pawn^ it wpiild 
undoubtedly be the most politic^ as it is the most con- 
venient place for the knight ; because, here he does 
not obstruct the passage of the pawns. But it is 
sometimes expedient to obstruct the. pawns twitjb the 
knight, to avoid a greater disadvantage. See the 
supplement to this back game. 

(6) The black must win the game, having the ad- 
vantage of a' pawn, added to a good situation. 

SUPPLEMENT 



4ti flUHT ftKOUI^Afi rAHPY. 

SUPrtKMRNT 
70 rntt. ni^coND hack ciamk, 

4. 
W, KlntK'n knight at \m hi^hop'i Sd. 
D* The k\un\ liinhd)) iitkcn tlt<t |mwn« and 
givrii cltrc'k. (/y) 

W. The kliiK tJikrn the hiiiliiip. 

B. The queen at her hiiih<)|/» 4th, ffivinfl; 

eheek* « 

0. 

W. The iiueen*« \mwu vasTVH the <the(?k. 

I)* The queen takeM the hi^ihoji. 

7. 

W. nie kingV knight taken the kinjj'n pawn* 

U. The queen at )ier kingV dd. 

W* The queen at her king** hi/iho|i'M 3d. 
U. Queen'n pawn 1 numn. 

NotCM, 

(4) ThU; by fifireing y^ur king to mov^, dmabl#f 
him frmn eiMtling) bat th<rr« in no diMadvantagi^ in« 
vglvcd in not eantlingi wlwn ytrnt piec*** <?an t^aniJy 
frt oat( ^nty ofim it in ^aw b<>tu^r no^ prayide4 
y^uf king b^ nafd?* 

W, King'n 
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9. 

W. King's knight at his queen's 3d. 
B. King's knight at his bishop's 3d. 

10. 
W. King's rook at its king's square. 
B. The king castles. (6) 

Notes. 

(b) So situated^ the white player has the advantage ; 
his pieces being brought out to better effect^ and 
more conveniently arranged 



THIRD 



THIRD BACK GAME, 

On th$ Fffth Movfi of the BlacH. 

W. The queen at her J<ing> SSd. 
B. King's knight at the adverjse Icing's 
knight's 4th. 

W. Queen's pawn 2 squares. 
B. The pawn takes the pawn. 

7. 
W. The pawn takes the pawn. 
B. The king's bishop gives check. 

8. 
W. Queen's knight at his bishop's 3d. (a) 
B. The king's knight returns to his bishop'i 
3d. {b) 

NotCH, 

(a) If^ he take this knight with his bishop, it will 
assist your game, because the cliange will bring yonr 
pawns into the centre. 

(Jb) You might push your king's pawn on his knight, 
and get two moves by so doing; but this pawn once 
pushed, your adversary would offer twice to change it, 
by pushing his queen's pawn a square, and his king's 
bishop's pawn a square : your pawn would then be, and 
must remain alone ; it is therefore better to leave your 
two pawns a-breast, to avoid opening your game. In 
marching his knight, and retrogading, he has uselessly 
comuQied two moves. 

W. King's 
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9. 

W. King's bishop at his queen's 3d, 
B. The king castles, (c) 

10. 
W. The king castles. 
B. The queen's pawn 1 square. 

11. 
W. King's rook's pawn 1 square. 

B. The same. 

12. 
W. Queen's bishop at his queen's 2(1. (d) 

Notes. 

(c) He castles, to attack your king's pawn with his 
rook ; you must therefore castle, to be ready to sus- 
tain the pawn with your counter-rook. 

(d) It is evident that the white phiyer has the better 
game, having the advantage of three moves more than 
the black, and the centre pawns tactically advanced : 
nothing remains on the side of the white, but to remove 
the obstruction to the motion of the king's bishop's 
pawn as soon as possible; that will decide the game 
against the black. 



VOL. ri. E FOURTH 
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FOURTH BACK GAME, 

On the Sixth Move of the IFhite. 
6. 

W. Queen's pawn 2 squares. 
B. The pawn takes the pawn. 

7. 
W. The pawn takes the pawn. 
B. The king's bishop gives check, 

8. 
W, The queen *s bishop covers the check. 
B. The bishop takes the bishop. 

9. 
W. The queen's knight takes the bishop. 
B. Queen's pawn 1 square. 



This party is equal; your pawns in the 
centre are broken : this mode of play may be 
ventured with an antagonist to whom you 
give some odds : by opening the game, you 
frequently make a more speedy impression on 
an inferior antagonist. 



SECO^ND 
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deconti Hegulat pattp^ 

VARIANT FROM THE FIRST PARTY, AT THE 
SECOND MOVE OF THE BLACK. 

1- 

W, The king's pawn 2 squares. 

B. The same. 

2. 
W. King's bishop at his queen's bishop's 4th. 
B. King's knight at his bishop's 3d. 

3. 
W. Queen's pawn 1 square. 
B. King's bishop at his queen's bishop's 4th. 

4. 
W. King's knight at his bishop's 3d. {a) 
B, Queen's pawn 1 square. 

Notes. 

(a) Though stationing the pieces before the pawns 
mast not be wantonly engaged in, I think this play h 
necessary in the present situation, to keep the advan- 
tage of the move; nevertheless, you might at the 
fourth move push your king's" bishop's pawn two 
squares : such a game, though it embarks in danger, 
is calculated to disconcert a mere observer of routine, 
to whom some advantage is given. 

Eg W. Queen's 
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14. 
W. King's rook's pawn 1 square, (g) 
B. The knight takes the bishop. 

15. 
W. The pawn takes the knight. 
B. King's rook's pawn 1 square. (A) 

16. 
W. King's knight's pawn 2 squares. 
B. The same. 

17. 
W. King's rook at its bishop's 2d. 
B. The queen at her 2d square. 

Notes. 

(g) You thuft force the knight to retreat or to take, 
wliich is better than suffering him to hover over the 
pieces^ to make a capture at his own discretion. 

(A) He plays this pawn to hinder your knight from 
attacking his king's pawn^ as oth(*rwise he would be 
forced to defend it with his rook; which would afford 
you time to double your rooks on tho file of youf 
king's bishop. It is proper to observe, that in almost 
every case, whoever commands an opening with doubU 
rooks, must have the advanUige; it is therefore aa 
established maxim not to yield up these passes. 



■■«s«:vv- •;;•■':', 
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18. 
W. Queen's rook at its king's bishop's square. 
B. The king at his knight's 2d. (i) 

Notes. 

(i) So situated^ the white must have chiefly in view 
to oblige the adversary to push his king's pawn a 
square^ so that he may place a knight^ sustained by 
two pawns^ at the fourth square of the adverse king's 
bishop^ which ought to decide the game in his favour : 
the black will, in opposition, seek the means of 
doubling the two rooks, and bring the queen's bishop's 
pawn into play, by pushing him two squares. 



t:4 
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Cliftti Eegttlat Partp, 

Variant from the First Party, at the Second 
Move of the Black, 

WITH THREE BACK GAMES; 
On the Tliirdf the Seventh^ and the Eleventh Move of the Black. 

1. 

W. The king's pawn 2 squares. 
B. The same, 

2. 
W. King's bishop at his queen's bishop's 4th. 
B. Queen's bishop's pawn 1 square, {a) 

3. 
W. Queen*s pawn 2 squares. 
B. The king's pawn takes the pawn, (i) Jp6 

Notes. 

(a) He prepares to push his queen's pawn two 
squares, in order to intercept the action of your king^s 
bishop, occupy the centre with his pawns^ and re- 
cover the acIviAntage of Uie move. 

(h) [le ini^^ht, according; to his first design, have 
puslipd ills qu(!rn's pawn two squares. This will fur- 
nish interest fox a back <^aiiie. 

W. The 
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4. 
W* The queen takes the pawn. 
B. Queen's pawn 1 square, (c) 

5. 
W. King's bishop*s pawn 2 squares- 
B. Queen's bishop at his king's 3d. ((/) 

6. 
W. The bishop takes the bishop. 
B. The pawn takes t&e bishop. 

7. 
W. Queen's bishop's pawn 2 squares. 
B. Queen's pawn 1 square, (e) j^ 

Notes. 

(c) If he had played his king's knight to his bishop's 
third square^ you must have attacked the knight with 
your king's pawn, by which play you would have won 
many moves. 

(d) If, instead, he had advanced his king's bishop's 
pawn two squares, you must then have pushed your 
king^s pawn. 

(e) He makes this move in order to break your 
pawns in the centre, or be able to establish his pawns 
strongly on his queen's side : he would have played 
wrong, had he pushed his queen's bishop's pawn 
upon your queen ; as appears by a back game. 

W. The 
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8. 
W. The queen's bishop's pawn takes the pawn. 
B. The king's pawn takes the pawn, {f) 

9. 
W. King's pawn 1 square. 
B. Queen's bishop's pawn 1 square. 

10. 
W. The queen at her king's bishop's 2d. (g) 
B. Queen's knight at his bishop's 3d. 

11. 
W. King's knight at his bishop's 3d. 
B. Queen's pawn 1 square, {h) «p| 

Notes. 

(f) It would have been improper for the adversary 
to take with his queen's bishop's pawn^ because his 
pieces would be confined, and their sphere of action 
less extensile than yours. 

(g) It would be wrong to give check with your 
queen, because it would answer no useful purpose^ 
and for any other, she ought not to be removed from 
one of the four files in the centre ; you must, on the 
contrary, keep her behind your principal pawns, 
especially in the beginning of a party, 

(A) It would have been bad play to push his queen's 
bishop's pawn ; and a back game on this^ move will 
shew it to be of consequence, when you have a cordoiV 
of pawns, to push the leading one. 

W. The 
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12. 
W. The king castles. 
B. The queen at her 4th square. 

W. King's rook at his queen's square. (/) 
B. The king castles. (A) 

14. 
W. Queen's knight's pawn 1 square. 
B. King's knight at his rook's 3d. 

15. 
W. Queen's knight at his rook's 3d. 
B. King's bishop at his king's 2cl. 

16. 
W. Queen's bishop at his queen's knight's 
2d. (/) 

Notes. 

(i) This move is indispensible to prevent him from 
pushing his queen's bishop's pawn, which would bring 
two of his pawns a-breast upon your ground ; besides, 
affording a favourable opportunity for his bishop to 
get out. 

(A;) If he had pushed his queen's knight's pawn two 
squares, you would have won a pawn, by attackuig 
his queen with your queen's knight. 

(/) This party is quite even, the position is as good 
on one side as the other, the bishops are reduced to 
a narrow field, and the rooks are free. 

FIRST 
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FIRST BACK GAME, <^ 

On the Third Move of the Black. 
3. 

W. Queen's pawn 2 squares. 
B. The same. 

4. 
W. The king's pawn takes the pawn. 
B. The queen's bishop's pawn takes the pawn. 

5. 
W. The king's bishop gives check. («) 
B. The bisliop covers the check. 

6. 

W. The bishop takes the bishop. 
B. The knight takes the bishop. 

7. 
W. The pawn takes the pawn. 
B. The knight takes the pawn. 

Notes. 

(a) If, instead of giving check, you had removed 
this bishop to your queen's third square, you would 
have lost both the move und the advantage of situ* 
ttion, because he would immediately have made 
himself nmster of the centre, by pushing his king^s 
pawn. 

W. The 
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8. 

W. The queen at her king's 2d. 
JB. The same, {b) 

9. 
W. Queen's knight at his bishop's 3d, 
B. The king castles. 

10. 
W. Queen's bishop at his king's bishop's 4th. 
B. Queen's knight at his bishop's 3d. 

11. 
W. The king castles. 

Notes, 

(b) If he had sustained this knight by any other 
piece, he would have been subject to lose him, by 
your playing the king's bishop's pawn. 



Such being the situation^ of the game, you 
have chiefly two objects in view: first, to 
fortify the queen's Wshop, whose direction 
annoys the adverse king, and next to attack 
the queen's pawn, which being separated from 
the other pawns, can no longer be Sustained 
but by the pieces. It is always advantageous 
to attack a separated pa\ni, were it only to 
employ the adverse pieces. 

SECOND 



SrXONI) HACK OAMK, 

W, 'llir cjiirrii at hrr *1H Mjimrc, 

/)' 
W, QMtcnV khi^hf at hi/i bii^hoj/ft 3d, 
Ji The f*«inc* 

10, 
W, Qiirrn^ft rook*** |mwtt 1 <*(ju«rr, (/;) 
]}, King'(9 imhoji »t hiflf king A 'irL 

(//) Tfii?» *<now«» y"» t'* )«y « r^MtMl^f i^m for n r^j^iiU 
i«tiHy of |Mi«»hiri^ l»i«i i)Mf^rti% (i^wm ^ if yo« f»«rc(*^4^ 
|4i*<'i!«» will rovrr more gfoMod thm| thM»€ r>f j^crwr 

(//; Thi«» movn i?9 f'ftj^otirtl ; \w woiil^l ofhr?rw*»i> 
hrtvf? fttM*^;liH )^oor f(M^rfi with lii?; rjMrrn^ft littiglitj 
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11. 

W. King's knight at his bishop's 3d square. 
B. The king castles. 

IS* 
W. King*s knight*s pawn 1 square, (c) 
B. Queen's knight ^t hrs rook's 4th. {d) 

13. 
W. Queen's bishop at his king's 3d. 
B. Queen's knight . at the adverse queen's 
knight's 3d.* • .* 

.'>-14. 
W. Queen's rook -at its queen's square. 
13. King's kmght; at the adverse king's 
knight's 4th. 

Notes. 

(c) If circum*stances had permitted you to remove 
your queen's 'bUliop to the king's third square, he 
would have played his king's knight to his fifth square, 
in ordef 'tb 'tt^ke your bishop, and free that of his 
king, •tt'ls coiiyenient to preserve a bishop of the 
«ame diagonal .with your adversary. The oblique 
action of the bishop is very dangerous, and the best 
defence is to oppose bishop to bishop. 

(rf) lie plays this knight in order to exchange him 
for your bishop. 



W. Queen's 



04f mtntf nt^(!iVhAA PAUtf, 

I A, 

fi(\imfe, (r) 
th ilurtu'^ fffok'f^ pawn I ft^jimrc, (/') 

UK 
Jh Kw^\ kutytjti nt hh \fhUnpn f)i|. 

W, Qdrrn'ft )ii<»lio|; ftt hi«* kiUff\ ^tU 

fl ti'«^^*<*<* knight ftf fiU thhk\ 4tJn C^) 

f hiir^l */|M»f^ ; Hii^fi y^'# //o»il/l (iwv^ (f<is;h^^l y/fiir fcil«ij(' 

W. 'the 
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19. 

W. The king castles. (A) 

Notes. 

(A) From this situation you have a practicahle 
road for the attainment of tlie game, but it will 
depend on preventing the adverse queen's pawn 
from advancing, and on not hastily pushing the 
pawns on the light wing, till the king is ready to sus- 
tain thcm^ 
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THIRD BACK GAME, 

Oft ihe Eliventh Move of ihe Black. 
11. 

W. King*s knight at hU bishop's 3d. 
B. Queen's bishop's pawn 1 square. 

12. 
W. Queen's bishop at his king's 3cl. 
13. The king's bishop gives check* 

13. 
W. Queen's knight at his bishop's Sd. (fl) 
B. King's knight at his king's Sd. 

14. 
W. The king castles with his rook. 
B. King's knight at his bishop's 4th. (b) 

\b. 
W. Queen's rook at its queen's square, (c) 
B. The king's knight takes the bishop. 

Notes. 

{a) If he tttkc your knight, his qurcn'g pawn inuit 
full into your hatidft, becau»e it cannot be iiu»tasncd 
by any otiujr pawn ; benidcs you intiy ottack it with 
111! your pioccH. 

{h) f I(* piayM thin kni^lH to get rid of your bishop, 
atid opc'ii afUTWardH u puMHagc for IiIm king'fl bishop 
upon your king and (|uc(!n, wbich would prove very 
dttiigitrouH. 

(r) Your view in, t6 <l^lig4^l||L citber to HUHtain 
tb<!*pawu of bin qticcn^ or to, jlikS;'*your knight. 

.J ' ' . >V. The 
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16. 

W. The queen takes the knight. 
B. Queen's knight at his king's Sd. 

17- 
W. The king at his rook's square, (rf) 
B, The king's bishop takes the knight, (e) 

18. 
W. The pawn takes the bishop. 
K The king castles. (/) 

Notes. 

(d) You might have taken his queen's pawn with 
your knight^ and afterwards played your queen to 
your king's fourth^ to force his knight ; but he would 
then have disentagled his queen by giving check i so 
that this move is previously necessary. 

(e) Being no longer able defensively to sustain his 
queen's pawn ; he is forced to take your knight^ to 
preserve it. 

(/) In this situation, the white player must win ; 
the remaining measures being, to hinder the adverse 
queen's pawn from coming into play, and to sustain 
the centre pawns, not advancing thcfm too hastily. 






^H 



irourt^ laeffttlat f^att^ 

Viifknt frifm fhr V'mi Vntiy on tlic Third 
Mn\t hi' fhr fJIwrk ; 

Willi 0^/|r, nAltR UAMP,, 
1, 

1), 'riir miitir. 

11. 'riir wrtifir. 

W. (^urrh*!^ Iiifthop'q p«wii I iii|iiftrr, 
11 Kiitft'f^ knight Mt l}i.<< bi4io)i^ .1<l. 

4. 
11, Thr jHiwii tM^kfft IIhi jmwii. 
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5. 

W. The pawn takes the pawn, (Jb) JC^ 
B. The king's bishop gives check, (c) 

6. 
W. The queen's bishop covers the check, 
B, Tlie bishop takes the bishop. 

7. 
W. The queen's knight takes the bishop. 
B. Queen's pawn 2 squares, (rf) 

8. 
W. The king's pawn takes the pawn, 
B. The knight takes the pawn, 

9. 
W. The queen at her knight's 3d. (e) 
B. Queen's bishop's pawn 1 square. 

W. King's 

Notes. 
(Jb) Instead of taking, you might push the king's 
• pdwn a square, which would not be amiss against a 
player to whom some advantage is given. The subject 
of a back game. 

(c) Had he removed his bishop to his queen's 
knight^ third, he would have committed himself, and 
conspired to establish your pawns in the centre. 

(d) Had he not played in this manner, he would 
have given you time to occupy the centre with youf 
pawns. 

{e) You might give chgck with your queen at your 

kin;^'B second square, but ft rkij^o-ve wpvild ^i;uble your 

■ .;. 1"^ ^'*^r*^iiv; y adv<:rsary 



■ f> 
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10. 

W. King's knight at his kiijg^s 2d. 

B. The king castles. 

Ih 

W. The king castles with his rook, 

B. King's knight at his queen's knight's 

sa. (/) 

13. 
W. King's bishop at his queen's SA 
B. Queen's bishop at his king's 3d. 

13. 
W. The queen at her bishop's 2d. 
B. King's knight's pawn i square. 

14. 
W. King's bishop's pawn 2 squares, (g) 
B. The same. (A) 

NoUs. 
adversary to educe his queen's bishop; besides^ th^ ' 
king and queen, are, generally, not to be placed^^oi^j: 
the same line, especially when the file is left open by**- 
the exchange of each party's pawn, 

(/) He plays this with a view, either to get onthis 
queen's bishop, or to remove your king's bishop. 

(g) You push this pawn to break the chain of pawns 
that cover his king. , 

(h) As he has pushed his king's bishop's pawn two 
squares, you must endeavour to post one of your 
knights at the adverse king's fourth square, from 
whence he cannot be removed but by an exchange, . 
and an exchange will unite your pawns in the centre. 

W. Queen's 
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15. 

W. Queen's knight at his king's bishop's 3d. 
B. Queen's knight at his queen's 2d. 

16. 
W. Queen's knight at the adverse king's 4tk 
B. Queen's knight at his king's bishop's 3d. (i) 

17. 
W. Queen's rook at its queen's square. 
B. King's knight at his queen's 4th. 

18. 
W. The queen at her 2d square, (k) 
3. Queen's rook's pawn 2 squares. 

19. 
W. King's knight at his queen's bishop's 
3d. (/) 

Notes. 

(f) He will not concentre your pawns by taking 
your knight. 

0c) This move is necessary, to prevent his knight 
from occupying your king's third square. 

(/) I should think the white has the better game, on 
account of the place where the queen's knight stands; 
however, such an advantage, unaccpmpanied by any 
other, is not decisive :' the black must not take the 
knight before he has displaced one of the pawns that 
sustain the knight, which may be done by changing 
the queen's bishop's pawn for the adverse queen's 
pawn, and then both games will be even. 

F4 FIRST 



7^ VOVUtU ti%(>VlA^ PAUttn 

rihsr HACK (mmi; 

On fhd Pifih M'wi nf ihn tVHitti, 

6. 
W/ The kin^> pttwri 1 Mjiiflrr, 
I). 'Dio i\\\rv\\ ufc lirr kifi;/ «% ';H C//) 

h. 

IJ. *J'lic kil»^> lii^li/;ji j{ivri^ rlmrk. 

7. 
W. Tlir ijMrrri% !>)«»)»/»)> rovrr^ fbr rlirrk, (/;) 
15. Thr k)h{jr'«» \mhn\t f;ik^«> flir l*i^lio|>, 

W. Tlir /)Mrrn*«» b>i'')»f f;ikr«i fhr l/i^hop, 
Nfilrfi. , 

(f f Uit'.i \tt (HP^<"I Ih'u prtWfi two ft^|<mf^5^ .t^^*"^ 

W, Tho 
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\V. The queen at her king's 2d. (d) 
h. The queen's pawn takes -the pawn. 

10. 
W. The queen's pawn takes the pawn. 
B; King's knight at h\^ queen s 2d. 

11. 
W. King's bishop's pawn 2 squares^ 
B. King's bishop's pawn 1 square. 

12. 
W. King's knight a^hb bishop's 3d. 
J3. The king's bishop's .pawn takes the 
pawn, (c) 

(d) If your king's bishop's pawn had been played 
two squares, he might have broken your pawns^ by 
pushing his queen's' bishop's pawn to the fujl extent. 

(t) The hlaek player has sueceeded in breaking the 
white central -pawns. The dcsipi of this bock game 
is to prove, how dangerous it is, when two pawns 
stand on a front line in the cpnilre, to advance one, 
bfifore your adversary offers to change. You should 
wait the offer, and then the pawn may be pushed 
safely. If, even after you had incautiously assailed 
the knight with your pawn, . instead of pushing his 
queen's and his bishop's pawn one square only, he had 
aflvjiiieed either of them two squares, offering to 
change, your centre would have remained safe. 

FIFTH 
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Variant from the Finit Party, on the Third 
Move of the Dlack ; 

WITH ONE BACK OAHE, 

On thi Third Mov$ a/iha lilttck] 

W. The king's pawn a ii(|liarcii. 
B* lliesame. 

W. King's bishop at his queen's bishop's 4th, 
fi. The same. 

3. 
W. Queen's bishop's pawn 1 sc|uarc# 
B. The queen as her king's bishop V3(l« (a)43l 

Notes. 

{ft) An, instend of this move, hr might havepUyed 
his quern to yoiir king's rook's fourth; it will b« the 
subject of A back game« 
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4. 

W. King's knight at his bishop's Sd. (Jb) 
fi. Queen's knight at his bishop's 3d. (c) 

5. 
W. Queen's knight's pawn 2 squares, (rf) 
B. King's bishop at his queen's knight's 3d. 

6. 
W. Queen's rook's pawn 2 squares. 
B. Queen's rook's pawn 1 square, (e) 

Notes. 

(&) He forces you to get out your king's knight 
before your pawn ; but after /epelhng the attack^ you 
may maiicruvre to bring the pawn into play. You 
might for the knight have substituted the queen ; but 
she is better at her home, because she enables you to 
advance, with effect, the queen's pawn upon his king's 
bishop. 

(c) He plays his knight with a view to hinder you 
from pushing your queen's pawn two squares, never- 
theless this move may be ventured ; as is illustrated 
in another party. 

(jd) It is not always advantageous to push the pawns 
on the wings; as the removal of the knight's pawn, 
in particular, lays open the rook, such a step must 
be taken cautiously. 

(e) If be had advanced this pawn two squares, you 
must havp pushed yours upon his knight^ according 
to the nil**, already prescribed, always to advance the 
attackt^d pawn. 

W. Queen's 
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7. 
W. Queen's pawn I square. 

B. The same. 

8. 

W. King's rook's pawn I square. 

B. The same. 

9. 
W. The queen at her king's 2d. 
B. Queen's bishop at his king's 3d. (/ ) 

10. 
W. Queen's kniglit at liis rook's IkL 
B. King's knight at his king's 2(h 

11. 
W. The bishop takcs-tlir bishop. 
B. The (piccn takes the bi.xliup. (g) 

12. 
•W. Queen's knight at his bishop's Uli. 
B. The king castles with his rook. (A) 

ly. 
W. The (pieen's kniglit takes the bishop. 
B. The pawn takes the knight. 

Noic.s\ 

(f) Not bcin^ alilc to turn your kiiip;'H biHhop'g ac- 
tion with bin pawns, \\r. interposes hinqiu^en's binhop, 
, (/() Udmight tiike witli tlut pawn, and it would not 
he bud pluy. 

(A) Had h(* eastled on bis queon*H Hldr*, hex would 
have cumniitted to you tbt! advanta^o of Hitiuvtion, 

W. Quecn'^i 
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U. 
W. Queen's bishop at his king's 3d. 
B. The king's knight at his queen's bishop's 
square. 

15. 
W. The king castles with his rook. 
B. King's bishop's pawn 2 squares. 

16. 
W. The king's pawn takes the pawn. (/) 
B. The queen takes the pawn, {k) 

Notes. 

(t) Had you not taken this pawn, he would have 
advanced it another move upon your bishop, have 
dislodged him, and obtained an easy attack upon 
your king's wing with his pawns. 

(ft) Now, the pursuit of the white must be, to change 
the king's bishop's pawn with the adverse king's 
pawn, and that will turn the advantage on his side. 



BACK 
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BACK GAMK, 

On th$ Third Mm o/th§ Bl^k. 

3. 
W. Queen's bishop's pawn 1 square. 
B. The queen at the adverse king's rook's 4th. 

4. 
W. The queen at her king's 2rl, 
B. King's knight at his bishop's 3d. 

5. 
W. Queen's pawn 1 square. 
B. King's knight at the adverse king's 
knight's 4th. 

G. 
W. King's knight's pawn 1 square, {a) 
B.^The queen at her king's bishop's Sd. {b) 

7. 
Vf. King's knight at his bishop's 3d. (c) 
B. Queen's pawn 1 square. 

Notcn. 

(a) On this move, the king's knight might be played 
to hii biihop'i third. 

ib) If, instead of his qaeen's retreating, his bishop 
had taken your king^n bi^hop'ti pawn, giving eheck, 
yoa must have taken bis bisbop with your queen ; and 
jou would have gained a piece. 

{c) The rook's third square is not the b«»t place for 
the knight, but it is necessary in the present crisis, 

W. King's 
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8. 

W. King's bishop's pawn 1 square. 

B. King's knight at the adverse king's Sd. {d) 

9. 
W. The queen's bishop takes the knight. 
B. The king's bishop takes the bishop. 

10. 
W. The queen takes the bishop. 
B. The queen's bishop takes the knight* 

11. 
W. Queen's knight at his queen's 2d. 
B. The same, (e) 

Notes. 

{d) Had he withdrawn this knight, you must then 
have placed yours^ now attacked, at his bishop's 
second square ; and at the subsequent move, have 
played your queen's bishop to the king's thirds to 
take off the adverse bishop. 

(0 The white player has several moves over the 
black. The latter has been engaged in a speculation 
which can scarcely prevail against a good player. 
The queen making the premature attack has re- 
treated, and she must again remove, to avoid the 
approach gf the adverse, and make way for her own 
pawns. 

If the principle of the second Essny in the 
Introduction be correct, the use of tliis back 
game, from the sixth move, is superseded. 

SIXTH 
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I. 

W. Tli/r kiiig'H pawn 2 hqiiaicH. 

B. The quccirh liii»lioi/i» |>awu 2 »qijare«. (tf) 

W. King*H hihliojiS pawn 2 wjuarr«, 
J5. Quccn'^ kniglil at Uh bihljop'^ tid. 

a. 
W. Kinf^'H knight at, liiH bihliop'?) yd. (z!') 
B. King'u pawn I h<piaic. 

(fl) 'nii« way of ojKfning th« ^ani^, when you liavc 
wot the f/iov^, ih I'litin'ly di'fitnbiv^*, and tlierH'ore not 
to be aWoptffd if any advHfitttjj;^' ij? |/ranU^d ; but, eom- 
meneiii^ on n\ni»\ Urnih, it i» u ^oorl exp'Tirneiit on 
itren^^th of (in adv^'r^aiy uith whoisc hkill you arc 

(h) Had you nof hrouprhl out t|j<* knip;ht, it would 
lmv<: h"<'n his f^tiuie to foir*^ you to plwy the gambit, 
by pu>Jiin^ hiti king^K \nv/Jti (wo t;f|nanr>i; and you 
ctmUi not fal-Y' without h* in^^ ^-xj/owd to a ehcek 
from hiK <|ue<;n. 'i h<' train oi n:ov< «, th«'n induced^ 
Woiihl i/nuinat<^ iti hi;: favor, if he pluved eritically 



W. Quccn*« 
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4. 
W. Queen*s bishop's pawn 1 square, (c) 
fi. Queen's pawn 2 squares. 

5. 
W. King's pawn 1 square. 
B. King's bishop's pawn 2 squares, (rf) 

6. 
W. Queen's pawn 2 squares. 
B. Kiug'slcnight at his rook's Sd. (e) 

Notes. 

(c) You might have pushed your queen's pawn two 
squares^ in order to change it with his queen^s bishop's 
pawn^ and this move would not be amiss ; but it would 
bring his king's bishop to bis queen's bishop's fourth^ 
where he would give great annoyance to your pieces^ 
unless you had your queen's bishop to oppose him. 

(d) He might have played his queen's pawn one 
square ; in that ca^e^ you must have taken his pawn 
with yours^ to hinder him from placing his pieces ou 
the side of his queen^ correspondingly to those on 
your king's side. 

(0 It would be bad play in him to take your pawn^ 
as that would be clearing the way for your queen's 
knight ; so it would be wrong for you to take his pawn 
with yours^ as that would present an advantageous 
post to his king's bishop. 

VOL. II, G W. Queen's 
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7. 
W. Q«Mn'» bishop tt hi« king;'* 3d. 
D. The queeu at hn knight^ 3cL (/) 

8, 
W. Tli^ queen ttt htr fid square, 
li* Kiiig'j^ kuight at hJM binhop'^ 3d. (g) 

0. 
W. The queeir« jmwri tekcij the queerra 

bitiho|/tt pawn. (//) 
l\. The king'tt hift»ho|> takeb the pawn. 

10. 
W« The queen'ft bUhop take« the biihop. 
M. Tlie 4ueeu takea the bii»hop. 

Noten. 

(f) ll^HiiMcku your iiHttan^ kMi^ht't^ pawn in Of^ 
dtr to inducr you ut i^uuU U, but it ii» b^ttter U) umtnin 
it; for if it U'iiWi.u iu \i\ht.t, Ut* may, by punhhig bif 
qntj n*u rook'n pawn two Mrjimrt'i^, form a NueceMfal 
atttt/jk OM your l<^fi wifig. 

^/j:) Had bfi attiu'ktid your qu<^^n'« biiibop wi^b ihii 
knigbe^ you iiiuwt not bav^ Mift'i^rid biiri to ehange 
piene for pie/'f»; but Uuva witbdrHwri your bi»bo{i| 
Hii/l for£'«d bit) kni|[{;bt !/> r<;triuit ttfu;rwf^rd«. 

(//) A« your rju^^u'j* kuigbt munot sally, witlioat 
^►kpo«iu[^ you to tbft ridk, of bttviu^ <'itb*^r tt pawn 
/joubli'd, or your t^utt.n iontA, it iu niut^Mmry to take 
off bii« kiiig'« bibbop. 

W, Queen'tt 
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11. 

W. Queen's knight at his rook's 3d. (i) 
B. King's knight's pawn 2 squares. (A) 

12. 
W. King's knight's pawn 1 square. 
B. The king's rook's pawn 2 squares. (/) 

13. 
W* King's rook's pawn 2 squares. 
B. The king's knight's pawn takes the king's 
bishop's pawn, (wi) 

Notes. 

(0 You pU^ this knight that he may be in a course 
to co-operate with your king's knight at your queen's 
fourth ; the rook's third is the best post he can at pre- 
sent take. In general, it is essential to keep open a 
free communication between the knights ; as it is de- 
sirable to post them on squares, where they can neither 
be attacked by pawns, nor forced by other pieces to 
retreat. 

(Jk) He pushes this pawn with a view to break your 
centre, and it would be assisting his scheme to take it. 

(/) His design is to make an opening for his king's 
rook, and were he allowed to push this pawn another 
square, he would force and break the rear of your 
cordon of pawns. 

(m) As your king's knight, sustained by two pawns, 
may safely place himself at his fifth square, so the 
adversary takes your pawn, that he may procure for 
bis knight a similar post. 

G 2 W. The 
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U. 

W. The king's knight's pawn takes the pawn« 
B. King's rook at its knight's square, (it) 

1.5. 
W* King's knight at the adverse king's 

knight's 4tL 
B. King's knight at his rook's 3d. (o) 

16. 
W. Queen's knight at liis bishop's Sd. 
fi. King's knight at the adverse king's 
knight's 4th. 

W. Queen's knight at his queen & 4th« (p) 
B. The king at his £d square* 

Notes. 

(n) He playi thii rook^ to secure the command of 
the file. Here 10 a jancture at which a rook may well 
be sacrificed for another piece. Sapposing that yon 
were not to close this line with your knight^ he would 
remove his rook to your king's knight's fourth square^ 
where^ supported by two pawns^ it could not be takeoi 
without concentring his pawns. 

(0) He plays this knight with a design of procuring 
him as good a place as yours now occupies. 

(p) By this move you break the direction of his 
qaeen^ and your two knights are united to attack and 
take bis knight's pawn. 

W. King's 
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18. 

W. King's bishop at his king's 2d. 
B» Queen's bishop at his queen's 2d. 

19. 
W. The king castles with his rook, (y) 
B« Queen's rook at its bishop's square. 

20. 
W. Queen's rook at its bishop's square, (r) 

Notes. 

{q) It would be dangerous to castle on your left^ 
because the adversary might form an easy attack upon 
your king ; besides^ your king must occupy his knight's 
third square^ in order to restrain the adverse king's 
knight^ and in the mean while sustain your pawns. 

(r) This is necessary to prevent him from making 
himself master of that file, by changing his knight for 
yours^ the consequence of which would give him the 
game. The rooks are never to yield the openings. 
At present the game is even, except that the pawn 
advanced on the ground of the black, may be said to 
give the white some little advantage. 



The conduct of the regular parties is ana- 
lytical, the most consummate form of each 
taking the lead, from which the back games 
that branch, are inferior either in thcdelxterity, 

GS or 
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or the regularity of the inovcf^. By some of 
the back games it appcarsi that a player may 
commence hi» investment of the adverse party 
in form, and yet, from the manner of the 
play that is opposed to him, be diverted into 
irregularity. Again, on the other hand it 
will appear, from »omc examples of the Salvio 
Gambit, on which wc are going to enter; 
that when one player meditates a speedier cir- 
cumvention than regularity of approach could 
effect; defensive movements may be adopted 
by the other, of a systematic character, the 
influence of which shall be so strong, as to 
impress, by degrees, a conformity to method 
on the attitude of both sets of pieces* At 
the same time, in practice it will be found, 
that a continual recurrence to principle must 
modulate the movements of gambits, or they 
will resemble the incursions of the Cossacks. 
The difficulty is, when you attempt a coup dt 
main at Chess, to preserve such an arrange* 
ment, that you may return to the progressive 
method, if obliged, without taking lower 
ground than the adversary. 



•niF. 
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die ^altio ^ambitt 

FIRST PARTY, 

VlTH THREE BACK GAMES, 
1. 

. Tlie king^s pawn 2 squares. 

The same. 

2, 
. King's bishop's ^a^yn 2 squares. 
The pa^^ takes the pawn. 
S. 
. King's knight at his bishop's 3d. 
King's knight's pawn 2 squares. 
4. 
'. King's bishop at his queen's bishop^s 4th. 
King's knight's pawn 1 square. 
5, 



\ King's knight at the adverse king's 4|^;J 
, The queen gives check* .:?«•. , 



tne adverse King s 4J5B^ 
queen gives ^ ' 
6> 
\ The king at his bishop's square. 
. King's knight at his bishop's 3d. (a) 

W. The 
Nhtes. vo^''- 

{a) DocToft Salvio, in his Treatise, printed at 

aples^in the year 1723, lays down this defenc|^of 

G4 
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7. 

W. The queen at her king's square. (A) jp^ 
B. The queen takes the queen, (c) ^pd 

S. 

W. The king takes the queen. 

B. The king^s knight takes the king^s 

pawn, (^)-ai 

W. The 

Notes, 

ttui Knrnhiti but witlioiit exfiiiiiriinK ttioroughly any 
f;oml)irifitic)ti ; tlu* grrfit numl)er of inoV4*ii which Arise 
imd microvd imcli other (tv4*ry itiMtarit in this party, 
v«ry poMibly miiy have prevented liirn from analya> 
ing and cAleuhitinK the nintter. Phimoou. 

Philidoh eun only nieun, tliat Salvio hai not de« 
tailftd any (romhinatioru difTererit from the sti*p die* 
tated, in eolluUfral iioteM on tlie play ; though it ii eyi- 
dent that he mtiMt have tnueed them, from his ulii- 
mat^ly fixingon the moNt eoni|)let<! defenee. EoiTom. 
.(M iThe iteventli move may h«t played difTerently ; 
lltiLWi^ two other vomtifM are eligil)le: th« Hm, to 
tafcmthct pawn with tiie l)iMliopi and |[j;ivc ehecsk; the 
other, to play tlie qiieen'M pawn two Miuare»— pur« 
sued in two htu*.k gamen. 

(c) If, inNteud of taking your queen, he had pUMhed 
his king'M knight*»pawn, you muNt have taken hiM king's 
bishop's pawn, giving ctieek, and then have played 
your knight to your king's hi»hop*M third Mquare. 

^ (J) Had he puithisd hiNqueen'M pawn one itquare^ in- 

steibl of taking your pawn with hi» kuight; youmust 

"P' liava 



W. The king's bishop takes the pawo^ and 

gives check. 
B. The king at his 2d square, (e) 

10. 

W. King's bishop at his queen's knight's 

3d. (/) 
B. King's knight at his bishop's 3d. (g") 

11. 

W. The queen^s pawn 2 squares. 
B. The queen's pawn I square. 

Notes. 

have taken his king's bishop's pawn with your knighf^ 
and sacrificed the knight and bishop for two pawns and 
a rook; the subject of the third back game. 

(c) If he had moved his king to his queen's square, 
it '^ould have been your game, to have drawn back 
your king's bishop, in order to give a divergent check 
with your knight, or make him lose a turn. 

(f) In this situation you must either win a pawn, 
or force the change of his king's rook for your 
knight. 

(g) Had he pushed his queen's pawn one move^ it 
would have been proper to have attacked his rook with 
your knight, and then to take his queen's pawn with 
the knight^ leaving his rook exposed to your bishop. 

W. King's 
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W. King'f knight at his queen's Sd. (h) 
6. King's pawn 1 square, (i) 

13. 
W. The pawn takes the pawn* 
B. The pawn takes the pawn. 

14. 

W. The king at his bishop's 2d. 
B Queen's bishop at the adverse king's 
knight's 4th. 

15. 

W. Queen's bishop at the adverse king's 

knight's 4th. 
B. Queen's knight at his queen's 2d. 

Notes. 

(A) It would be bad play to attack his rook with 
yoar knight, who being without a retreat, would at 
length be forced and taken. 

(i) Being no longer able to fustain this pawn, he 
puibes it ; you muit readily take it, because his pawa 
left separate will be eventually lost. 

W. Queen's 
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16. 
W. Queen's knight at his queen's fid. 
B. Queen's rook at its king's square, {k) 

Notes. 

(k) III this position the white party have this advan- 
tage, that their pieces are disposed in better order; 
nevertheless, this manner of playing the gambit is no 
ways advantageous against a player^ to whom a piece 
is granted ; though this mode of approach^ when the 
contest is without odds, is as calculated as any to foil 
an ingenious defence. Salvio's preparation to meet 
the gambit, comprises a spear as well as a shield ; 
and is extremely adapted to take the attack out of the 
hands of the assailant. 



FIRST 
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FIRST BACK GAME, 

TO THE FIRST PARTY, 

On the Seventh Move of the IVhite. 

7. 
W. The king's bishop takes the pawn and gives 

check. 
B. The king at his 2d square, {a) 

8- 
W. King's bishop at his queen's knight's 

3d. (b) 
B. Queen's pawn 1 square, (c) 

W. King's 

Notes. 

. {a) Salvio here directs the removal of the king to 
bis queen's square ; but^ after the most exact calcula- 
tions^ I think it would be better to play the king'tobis 
second square : that the reader may, however, judge 
which is the preferable course, I exhibit both ways of 
playing, adding a variation oa the seventh move of 
the black. 

(Jb) You are forced to withdraw the bishop, in order 
to avoid the loss of a piece. 

(c) If he had taken your king's pawn with bis 
knight, you must have played your queen to your king's 
square, to offer an exchange of queens, which would 
restore your game to a firm state of defence ; but if, in* 

stead 
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9. 

W. King's knight at his queeti'ft 3d, {i) 
B. King's knight at his rook's 4tk 

10. 
W. The queen at her king's square. 
B. King's knight's pawn 1 square, (e) 

11. 
W. The king at his knight's square. (/) 
B. King's bishop at his knight's 2d. {£) 

Notes. 

stead of pushing this pawn, he had played his knight 
to his king's rook's fourth, yon should have taken his 
king's knight's pawn with your queen, permitting after- 
wards a divergent check : then, by taking his knight, 
if he take your rook, your situation from embar-- 
rassing rises to advantageous. 

(d) This is an incommodious retreat for your knight ; 
but if you had attacked his rook, your piece would 
have been forced. It is the adverse king, played to 
his second square, on the seventh move, that has 
tbroMrn your game into so perplexing a situation. 

(c) Had he given check with his knight, you 
would have won a piece by removing yom* king ; and 
if he had exchanged queens, you would have put an 
end to his attack.' 

(f) This move is requisite to support your kif\g's 
rook. 

(g) If you were to take his pawn with yours, he 
would instantly give you check-mate. 

W. Queen's 



94f rn% balvw oamiit* 

W- CltU!€n*§ hinhop'n pawn 1 ^ttftfe. 
U- The queen at her king'» knight'^ Hh. 

W. KingS bishop at hi» quccti'» »c|uafc« 

B, QiicetiS hi^hop at the adverse kitig'ft 

kfiiK^it's 4th. 

* 14. 

W, The bishop takes the hishop. 

B. The qiieeii takes the hishr^p. 

15. 
W* Kifig*s rook's pawn 1 srpmrc. (//) 
B# The queen at her kings knight's 3d. 

Ui. 
W, The queen at her king's, 2rh (i) 
B# Queen's knight at his queen s SrL 

)7. 
W, King's knight at his king's square. (A) 

(H) It in adtisftMe f>o piinh thin pAwn ; and ncrt iir 
ta1t€, whieh would cstAbhsh bi$> king's knighl upos 

(0 Yoti ihm ptrpntfi for br inking otit the pi^^i^ ^ 
y(Hir kft wJn^^ wHhmif lifting oWiged to place yont 
linlgbt lit hift bi<(hofA ftiinK 

(*) In tbin positi^m, though the Mmh pieces bsfp 
the ftdvftfftft^#>^ yf f fhr t^ttme tn not mevmctMy iof^i, 
beefttt^ thf white h^irc f^till smne chfture of siieeeed- 
big in placing ib^ir |Ftiwns in the ceuir^^ 

SUPPLEMENT 



SUPPLEMENT 

TO THE FIRST BACK OAMK. 
7. 

W. Queen's pawn 2 squares. 
B. Queen's pawn 1 square, (n) 

8. 
W. King's knight at his queen's 3d, 
B. King's pawn 1 square. 

9. 
W. Queen's knight at his bishop's 3d. 

B. The king's pawn takes the pawn and gives 

check. 

10. 

W. The king takes the pawn. 

B. The queen give check, &c. &c. (J) 

Notes. 

{a) Had he taken your king's pawn, yon must have 
played your queen to your king's second. 

(6) It is unnecessary to proceed ; the variations of 
the first back game recur^ with the difference that you 
}|G^ve one pawn less. 



SECOND 



9$', THK lAtriO aiiKVIT. 

SECOND BACK GAME, 

TO THE FIHlftT FAViTY, 

Oh ih» SsvurUh Mm qf /A# Ulmh^ 
7. 

W. The king'i^ bishop Uke» the pawn aimI 

giveti check, 
B* The king at hit^ queen's square, (^a) 

W, Queen's pawn 2 squares, (/>) 
B. Khig*s pawn I square, (c) 

(a) TUi% crewb^s m nece§my of witUdftrn'mg your 
bii»iio{> m in the <iii»t btutk game^ ^ that reriuUning 
In Hdyaiice, ha muy hinder th« ndwen^ kin^s k»igbt 
6f^Wi j^iinn himself at hi^ kioi^'s r^'s foUrtb^ s 
move porteu4iwg dtm^ar, 

ik) H#4 youwiUi4f4^wo y<^r king's bi^ippti^gltid^ 
tte ki^ #a4 rook with ywf kaighr, h^ watil4 iMrt 
played hiij knight to hii^ king's r^i^'s foarlb^ iiki^ 
SttiCfiAi^d his rook to win the gatnie, 

(c) Th^r^ w-tre two otlw^r ways for him to hAV< 
played ; tlie fiiijt, t/> I'or^e you* knight to retreat, by 
pushing his queen's pawn upon hini ; the other, to tabl 
your king's pawn with his knight : in the latter c«s«, 
you should ofler an exchange of queens by playing 
yours to your king's square, 

W, iQuwtt'4 
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9. 

W. Queen's knight at his bishop's 3d. (rf) 
B. Queen's pawn 1 square. 

10. 
W. King's knight at his queen's 3d. 
B. The king's pawn takes the pawn. 

11. 
W. The king takes the pawn. 
B. The queen gives check. 

12. 
W. The king at his knight's square, (e) 
B. King's knight's pawn 1 square. 

13. 
W. King's knight at his bishop's 4th. (/) 

Notes. 

(d) Had you taken his pawn with yours, he would 
have won the game. 

(e) If you had moved the king to his bishop's second 
square, the black would have won the game, by giving 
check with his king's knight's pawn, and, at the next 
move, check with his king's knight. 

(J^ This move forces his queen to retreat,, and 
allows time to put your game in a state of defence. 
If you could exchange queens, your condition would 
be still better, for your pawns not only stand in the 
centre, but are farther advanced than his. 
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Before the retreat of the queen, it will be 
proper for the gambit pawn to take, giving 
check ; that it may not be lost without com- 
pensation: and the queen, on her retreat, 
must make such a demonstration by her posi- 
tion as will effcptually dislodge the bishop. 



I- 






THIED 
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THIRD BACK GAME, 

tt> THE FIRST PARTY OF THE SALVIO 
GAMBIT, 

On the Eighth Move of the Black. 
8. 

W. The king takes the queen, 
B. The queen's pawn 1 square. (Jt) 

9. 
W. The king's knight takes the king's bishop's 

pawn. 
B. The queen's pawn 1 square. 

10. 
W. The king's bishop takes the pawn. (A) 
B. The king's knight takes the bishop. 

Notes. 

(a) If instead of this^ he had played his queen's 
Icnight to his bishop's thirds you must have taken his 
knight with yours^ and sustained yoar king's pawn^ 
by that of your queen. 

(6) It is better to take his pawn^ than to surrender 
your bishop to it^ because his rook stiU remains ex« 
posed. 
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Before the retreat of the queen, it will be 
proper for the gambit pawn to take, giving 
check ; that it may not be lost without com- 
pensation : and the queen, on her retreat, 
must make such a demonstration by her posi- 
tion as will efFcptually dislodge the bishop. 
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THIRD BACK GAME, 

TO THE FIRST PARTY OF THE SALVIO 
GAMBIT, 

On (he Eighth Move of the Blacks 
8. 

W. The king takes the queen, 
B. The queen's pawn 1 square, (a) 

9. 
W. The king's knight takes the king's bishop's 

pawn. 
B. The queen's pawn 1 square. 

10. 
W. The king's bishop takes the pawn, (i) 
B. The king's knight takes the bishop. 

Notes. 

(a) If instead of this, he had played his queen's 
Icnight to his bishop's third, you must have taken his 
knight with yours, and sustained your king's pawn^ 
by that of your queen. 

(6) It is better to take his pawn, than to surrender 
your bishop to it, because his rook stiU remains ex- 
posed. 



H^ "W; The 
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II. 

W. The knight take* the rook. 

B. King's knight at his bishop's 3d. (c) 

12. 
W. Queen's pawn I square. 
I). King*s bihhop at his knight's 2d. 

13. 
W. Queen's bishop's pawn 1 square, (rf) 
B. The bisliop takes the knight, (e) 

14. 
W. The (|ueen's bishop takes the pawn. 
B. Queen's bishop's pawn 1 square. 

1.5. 
W. The kriight at liis queen's 2d. (/) 

Notes. 

(c) Iff! xm^fhi with hin knight hnvrt attacked your 
i\\\(tv\\\ \m\u)[i\ pawn, which yrjii would have defended 
with your <jij<*cu*xi(riighl. 

(d) ThiH iwovi' i)i rurrfHHary hi'fore you take the 
garnhit pawn^ hi'cnuna Ur wouhl eUc take your king'* 
pawn by Macrilicin^ (uh i<(iight^ and aiterward# take 
your (\\ii'v.u*A kni^'ht'w pawn with hin hi«liop. 

(f) llccouh) not hav HUMtained the king's or gasnbit 
pawn for nion* than twi> or three nioveH. 

(f) In thij* Hit nation, it U better to advance the king 
un<h'j' the pawns, than to (mantle, and you will have 
then a b<*tter gaujc than your adversary. 

The 
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The king will lose nothing in security by 
not castling, but in speaking as if he had 
that alternative, it seems to have escaped 
Philidor, that the king cannot use it this 
game, having moved — moved twice, reaching 
his original situation. His standing there 
accounts very easily for the mistake. 
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Btconn jpattp 

OF THE SALVIO GAMBIT, 

WITH ONE BACK OAME, 
On ih$ Swnth Move qf the IVhit^ 

1, 

W. The king's pawn 2 squares. 
B. The same, 

2, 
W. King's bishop's pawn 2 squares. 
B. Tlie pawn takes the pawn. 

3, 
W. King's knight at his bishop's 3d, 
B. King's knight's pawn 2 squares. 

4. 
W. King's bishop at his queen's bishop's 4th, 
B. King's knight's pawn 1 square. 

5. 
W. King's knight at the adverse king's 4th 

B. The quceii gives check. 

W. The 

Notes. 

(a) You might rastle at the fifth move, and suffer him 
to lake your knight ; you then lake his knight's pawn 
with your queen^ and depend for reprisals on attacking 

hii 
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6. 

W. The king at his bishop's square. 
B. King's knight at his bishop's 3d. 

7. 
W. Queen's knight at his bishop's 3d. (i) .£9 
B. Queen's pawn 1 square, (c) 

8. 
W. King's knight at his queen's 3d. (d) 
B. King's pawn I square. 

Notes. 

his king's bishop's pawn. All your pieces would 
promptly take excellent stations^ and before he could 
secure his king, able manoeuvring might expect an 
equivalent for the knight. 

(6) If you had taken his king's bishop's pawn with 
your knight, he would, by pushing his queen's pawn 
two squares, have gained two pieces for his king's 
rook. As the same pawn might be taken with the 
bishop, and check given at the moment, it will form 
the subject of a back game. 

(c) Had he brought out his queen's knight to his 
bishop's third, you must have taken his knight with 
yours, and then offered queen for queen at your 
king's square. 

{d) Had you taken his king's pawn with your 
knight, he would have left his rook exposed, playing 
his king's knight to his rook's fourth, as a prelpdp to 
a double attack on your king and rook, which ^ould 
throw you into a disagreeable situation. 

H 4 W. King's 
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W. King's knight's pawn 1 square, (e) 
B. The queen gives check. 

10, 
W. The king at his bishop's 2d. 
B. The queen gives check. 

11. 
W. The king at his 3d square. 
B. The king's bishop gives check. 

,12. 
W. The king's knight covers the check. 
B. Queen's bishop's pawn 1 square, {f) 

13. 
W. The queen at her king's bishop^s square. 
B. The queen takes the queen. 

Notes. 

(e) Had you taken the pawn with yours, he would, 
by taking with his king's knight's pawn, have opened 
the line for his queen's bishop ; by which you would 
be exposed to the hazard of losing your queen^ or 
receiving check- mate. 

{f) He plays this pawn to prevent his queen bein^ 
forced. (See the situation at the thirteenth move of 
the second back game of the first gambit, volume the 
firstO And should he castle, or otherwise vary his 
play, it would be your game to propose queen for 
queen, at your king's bishop's square. 

W. The 
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14. 

W. The king's bishop takes the queen. 

B. King's bishop at his knight's 2d. (g) 

15. 
W. King's rook's pawn 1 square. 

B. King's rook's pawn 2 squares. 

16. 

W. Queen's pawn 2 squares. (A) 

Notes. 

(g) It was of consequence to withdraw this bishop^ 
for by pushing your king's rook's pawn two squares, 
you would have broken all his pawns. 

(h) From this period the endeavour of each mustbe^ 
to bring out the pieces as soon as possible ; but the 
white must persist in not taking the king's knight's 
pawn with his rook's pawn ; andfthough the black 
have the advantage in numbers, by a pawn, the situ- 
ation of the white will then be preferable. 
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BACK (iAME, 

On //!# !S8P9nth M(f»i 0/ //w f^/tifi. 

W. The kitig'ft bi.«>liop tttke» thf pawn, and 

givri* rhcrk. 
I)« The king at hi« Scl Mptare. (a) 

H. 
W. King*» hi^hop nt \uh i\\\ctnn binhop** 4lh. 
K Quctn'ft pawn 1 Mpiarr. (//) 

<;. 

W. King'* knight at hii* quern** 3<l 
B. King** knight at hi* rook** 4th< 

W, The 

(a) ll«wl h^ whfidmwn hi» kiriR fo hU rpi^#ii*i 
Hfjimrr-, you MhriiiUI httve piiMurl yoMf i|tif*rit'* pftWff 
to h* r^frhf, ftfid you ^o«il/l \myt obf-ftifiHl ft flftll 
pOftiiion; hut Uy flii«* inovf, h^' <lir»nf^\«» tlir r^ireiit of 
your kinfcV Mjiliop, or hy pu^hiri^ li)^ (\uc(}n*$ pawn 
hr would fjritio »i |ur(^(r« 

(/;) lie hml two ofhc^r wuyji of |ilfiying; iUeane, to 
tnki' your kiiif(V puwn with hif* knight, on whiHt yoa 
pltty your (jurrn to your king*» ftr(?oml MjUfifr^ i^ititfg 
hirn ^ivr »i divrr/z^nt rUtvk with his knight., that Nl- 
crirtring your rook for thr knight, you niiKht win the 
p\wr. 'l\w othrr WMy would hr, to trunatport bb 
king*» knight, to his rouk'« fourth, in which chjm? you 
ought to |ir(;pOf;c nn e.HchmigcT ol (|U('cni!i M your 

king'* 



^^^ 
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10. 
W. The queen at her king's square. 
B The queen at her king's bishop's 3d, (c) 

11. 
W. King's pawn 1 square. 
B. The queen's pawn takes the pawn. 

12. 
W. The queen takes the pawn and gives check. 
B. The queen takes the queen. 

13. . 
W. The king^s knight takes the queen, (rf) 

Kates. 

king's square. This direction occurred in the first 
party ; but the counterplay to some strokes must be 
as before^ notwithstanding, by the eighth more o{ 
the ^hite the position is altered. 

(c) Had he given check with his knight^ you ought 
to have withdrawn your king to his knight's square^ 
and then he would lose a piece ; and bad he taken 
your queen, you ought to have taken with your knight, 
to facilitate the bringing out your pieces. 

(d) In the present situation, the white seem to 
))ave the best of the game. 
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dupplementji to fotmet ^mtft^ 

SUPPLEMENT 

To the First Gambit in the First Volume: 

WITH TWO BACK OAMES; 
On (he Fifth Move of the Blacky and ihe Sixth of the Whiit. 

]. 

W. The king's pawn 2 squares. 
13. The same. 

2. 
W. King's bishop's pawn 2 squares. 
B. The king's pawn takes the pawn. 

3. 
W. King's knight at his bisliop's 3(1. 
U. King*s knight*s pawn 2 S((uatcs. 

4. 
W. King's rook's pawn 2 squares. 
U. King's knight's pawn J square. 

W. King's knight at tlic adverse king's 4th. 
B. King's knight at his bishop's 3d. 

W. Queen's 
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6. 

W. Queen's pawn 2 squares, (a) ^ 
B. Queen's pawn 1 square. 

7. 
W. King's knight at his queen's 3d. 
B. The king's knight takes the king's pawn. 

8. 
W. The queen's bishop takes the pawn, (i) 
B. The queen at her king's 2d. 

9. 
W. The queen at her king's 2d. (c) 
B. King's bishop at his knight*s 2d. 

Notes. * 

(a) You might have taken his king's knight's pawn 
with your knight^ but your pieces would have been 
too much entangled ; nevertheless^ I shall make it the 
subject of a back game. 

(6) At present he has the superiority over you of a 
pawn : but in abatement of that advantage^ it is to be 
observed, that the pawn which should be foremost^ 
being left behind, will remain useless till it attain your 
king's bishop's fourth square. 

(c) Let him have played what piece he would, you 
certainly should have played as you have done^ unless 
he had exposed some piece to be taken. 



W. Queen's 
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10. 

W. Queen's bishop's pawn I square* 
B. King's rook's pawn 2 squares. 

W. King's knight's pawn 1 square. 
B. Queen's pawn 1 square. 

12. 
W. King's bishop at his knight's 2d. 
B. King's bishop's pawn 2 squares, {(f) 

13, 
W. Queen's knight at his queen's 2^. 
B. Queen's bishop at his king's 3d. 

14. 
W. The king castles with his rook, (e) 
B. Queen's knight at his bishop's 3d. 

((I) His knight, which, he arms with two pawns, 
you must forbear taking ; as it would unite his pawns 
in the centre, introducing his king's bishop's pawn, 
now useless, to a post that would ensure him the 
game. 

(f ) It is better to castle on your right than on your 
left; because your king will sustain the knight's 
pawn, in case your adversary takes your queen's 
bishop. 

W. The 



TO FORMER GAMES. Ill 

15. 

W. The king at his rook's 2d. 
B. The king castles. C/) •: 

Notes. 

(/) The position of the two parties is nearly even. 
The white pieces must carry all their disposable force 
against the adverse king's bishop's pawn, in order to 
take it : the blacky on the other hand^ must manceuvre 
to exchange the king's knight, in order to unite their 
pawns in the centre. It is apparent from this gambit, 
that it is not advantageous to push the king's rook's 
pawn two squares, at the fourth move. 



FIRST 
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FIRST BACK GAME, 

On ih0 P(//h Mov4 of th$ Black. 
5. 

W. King's knight at the adverse king's 4th, 
B. The queen at her king's id. 

6. 
W» Queen's pawn 3 squares, (a) 
B. Queen's pawn 1 square. 

7. 
W. The king's kniglit takes the king's 

knight's pawn. 
B. The queen takes the king's pawn, and gives 
check, 

8. 
W. The queen covers the check, (b) 

NottH. 

(a) Had you taken the expo«fid pawn with your 
knight, he would have pushed hU kiiig'H biuhop'tt pawn 
upon your knight, forcing him to retire to your king's 
bishop's second : he then, taking your king's pawn 
with that of his btHhop, would have secured tl^ie ad« 
vantage of position. 

(&) In this situation you must exehange queens, as 

the most eligible step ; and afterwards take the gambit 

pawn. 'I'he two games are even. It is easily seen, 

ttuit this way of playing the gambit is neither of a very 

interestuig nature, nor affords the same after-games 

or numberless variations that spring from Saivio's 

gambits, 

SECOND 
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SECOND BACK GAME, 

On the Sixth Move of the fFhite. 

6.\ 
W. The king's knight takes the knight's 

pawn, (a) 
B. The king's knight takes the king's 
pawn, (b) 

7. 
W. The queen at her king's 2d. 
B. The same, (c) 

Notes. 

(a) Had you played your king*s bishop to your 
queen's bishop's fourth, attacking his king's bishop's 
pawn, he would have removed his queen to her king's 
second square, and rendered your position far from 
enviable. 

(6) It would be bad play to take your knight with 
his. 

(c) Though he defends his knight with his queen, 
he might without danger have sustained him, by push- 
ing his queen's pawn two squares : in which case you 
must have removed your king'^ knight to his bisbop^s 
second. 
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8. 
W. Qucen'ft knight at hi» bishop's 3<1. (d) 
D. King> knight at the adverse kuig*i 
knight*A 3ch 

9. 
W. The queen takes the queen. 
B.^ The kirig's bishop takes the queen; 

10. 
W. King's rook at its Sd square. 
B. Queen's pawn 2 squares (c) 

II. 

W. King's knight at the adverse king's 4th. 
B. Queen's bishop's pawn 1 square. 

12. 
W. Queen's pawn 2 squares. 
fi. King's knight at his bishop's 4th. 

Notes, 

(rf) You piny the knight to hinder him from pushing 
his queen's pawn two »qimrr» ; but if, contrary to your 
expectation, he should move the pnwn to its full ex- 
tent^ you may take it without danger. 

(e) Had he played the knight to liin kingVbi»hop'» 
fourth, you must have uttneked his king's bishop with 
your qucen*^ knight, to procure his removal ; and if he 
had ttftniwards taken the rook's pawn and given check, 
you should have taken his bishop with your rook, to 
give check with your queen's knight. 

W. King's 
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13. ' 

W. King's knight « his bishop's 3d.. 
B. King's bishop at his queen's 3d. 

14. 
W. King's bishop at his queen's 3d. (J) 

Notes. 

(f) The game is nearly even : the gambit pawn 
will in time be taken^ as it is separated^ and cannot 
be sustained, but by the pieces. 



IS SUPPLEMENT 
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SUPPLEMENT 

To the Third Party in the First Volume; th«, 
Black moving first 

WITH ONE BACK GAME| 

On the Seventh Move cf the JVhite. 
1. 

B* The king's pawn 2 squares. 

W. The same. 

2. 
B. King's knight at his bishop's 3d. 
W. Queen's pawn 1 square. 

3. 
B. Queen's pawn 2 squares. 
\Y. King's bishop's pawn 2 squares. 

4. 
B. The queen's pawn takes the king's pawn, 
\V. The king's bishop's pawn takes the pawn* 

5. 
B. King's knight at the adverse kingV 

knight's 4th, 
W. Queen's pawn 1 square, (a) 

B. Queens 
Nottf.. 

(a) It h heiter to push thi« pawn the second Kqnare^ 
than U} expoMit the queem, which would bring on ft 
">:ric'? of very puzzling moven;' whereas, on the mode 

mtended 
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6. 

B. Queen's pawn ^ moves to the adverse 

king's Sd. 
W. King's knight at the rook's 3d. 

7. 
B. Queen's bishop's pawn 2 squares. 
W. Queen's pawn 1 square. (4) -d 

8. 
B. The king's knight takes the pawn. 
W. The king's bishop gives check. 

9- 
B. The queen's bishop covers the check. 

W. The bishop takes the bishop. 

10. 

B. The queen's knight takes the bishop. 

W. The king castles, (c) 

Notes. 

intended to be pursued, whether be takes the king's 
pawn, or retreats with the king's knight, you will 
find ways tq defend yourself. 

(6) If you bad sustained your queen's pawn with 
that of your queen's bishop, you would have lost the 
game ; but in this situation he cannot take the pawn 
that is upon the file of your king, without losing in 
return the one that is at your king's third. There is 
yet another way of playing, giving check with the 
king's bishop : it willmake the subject of a back game. 

<c) The pieces of the white seem to be the better 
placed. 

13 BACK 
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BACK GAME, 

7. 
B. Queen*s bishop^s pawn 2 squares, 
y\\ The king's bishop gives check, 

8. 
B. Queen's knight at his bishop's 3iL (a) 
W. Queen's pawn 1 square. 

9. 
B, Queen's rook's pawn 1 scpiare. 
W. King's bishop's pawn at the adverse king's 
Sd. (b) 

10. 
B. The queen's rook's pawn takes the bishop. 
W. The queen takes the knight. 

11. 
B. The queen takes the pawn. 
W. King's knight at his bishop's 4th. 

Notes. 

(a) Had he covered the check with his qucen'f 
bishop, you had been enabled to take his king's kuigh 
with your queen. 

(6) If he take this pawn with his king's bishop's 
pawn, you take his queen's knight, giving check; and 
afterwards take his king's knight with your quQen. 

B. The 
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■■;. •• • . ^2. 

B. The* qu^en- at the adverse- king's 4th. (c) 
W. The pafwn takes the king's bishop's pawp, 
and giv$s.'check.-. . 

'^ "r '/ 13].; 
B. The king take^ the pawn. 
W. The queeu gives check. 

14. 
B. The king's knight's pawn covers the check. 
W. The queen gives check at the adverse 
. : queen's 4thw 

" •• ■ 1$. -..:•'• 

B. The queen takes the queen. 
W. The knight takes the queen. 

16. 
B. Queen*s bishop at his king's bishop's 4th. 
W. The king's knight takes the pawn. 

B. King's bishop at his knight's 2d. 
W. Queen's bishop's pawn 1 square. 

Notes. 

(c) Had he taken the pawn that is at his king's 
third, and attacked your queen, you must have taken 
his queen with your knight; and upon the capture of 
your queen, your knight, by attacking the king and 
rook, would have ensured the game. . 

1,4 B. King's 

*■ u"*"' • V^' 

• / . • • V* * 



B' Kffig'^^ rook at ite king'^ nqu^a^. 
W. The king castles. 



The advantage of position inclines to the 
white party. 
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€nD0 of patttejett 

METHOD 

OF GIVING CHECK-MATE WITH A ROOK AND 
A BISHOP AGAINST A ROOK, (a) 

Situation of the TVhite. 

The king at the adverse king's 3d. 
The rook at its queen's bishop's square. 
The bishop at the adverse king's 4th. 

Situation of the Black. 

The king at his square. 
The rook at its queen's 2d. 

1. 
W. The rook gives check. 
B. The rook covers the check. 

Notes. 

(a) In a former edition^ I thought it would suffice 
to place the black in that position^ which was most 
^fevourable to a protracted defence: but, as many 
lovers of the game desire to know the mode of forcing 
the black into the position here assigned to him^ it 
Fiil be displayed in a subsequent example. 

W. The 
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W. The rook at the adverse quecn'^ binhop*! 

Sd. 
B. The rook at the adverse queen's 2d. (i) 

S. 
W. The rook at the adverse queen's knight's 

2d. (c) 
B. The rook at the adverse queen's square* ^ 

4. 
W. The rook at the adverse king's knight's 

2d. (d) 
B. The rook at the adverse king's bishof/s 
square, (e) ^ 

W. The 
Nola. 

(b) He takes the Aitiiatiori rnoHt rnlculatcd to elude 
you. To give clio<:k-mttU!, you niu»t force your lul- 
vcTMry to place bin rook, cither At your queen's 
•qunri:, or Ht your (\\iV(iu*H {h\rd\n^mtc. In cither 
position, the game will l)c woit^'i^ftcr a few com- 
puted moves. 

(c) He is now obliged to play his rook to your 
queen's square, or to your (jneen'H third square. 

(d) You have already forced him to play his rppk 
to one ofthoHe squaren where he is in a cour|ieiif^ 
lose : hut thin is not enough ; for your rook niusi;|\^' 
be farther from your king than the number ofsqtusrat 
which a knight pa.: rsat a move. Jf you were to play 
your rook to it» queen's bishop's second square^ be 

would 
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5. 

\V. The fcishop at his king's knight*s 3d. 
B. The king at his bishop's square. C/)45l 

6. 
W. The rook at its king's knight!s 4th. 
B. The king at his square, {g) 

7. 
W. The rook at its queen's bishop's 4th. 
B. The' rook at the adverse queen'^s 
square, {h) ^ 

8. 
W. The bishop at his king's rook's 4th. 
B. The king at his bishop's square. 

Notes. 

would play his rook to your queen's second < square ; 
and you must be eternally recommencing : whereas, 
by passing your rook on your right, he musty. to 
parry the mate, play his rook to your king's bishop's 
square, which is no better than that of his queen. 

(e) As he might have played his king to his bishop's 
square, we will make it the subject of a back-game. 

(f) He could have played his rook to your king's 
bishop's third : the subject of another back-game. 

(g) He brings back his king to form an interval, 
for his rook to coyer the check of your rook. " 

(A) He might have played the king to hi^ bishop's 
square : the subject of the last back-game. . ' 

W.The 
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9. 

W. The bishop at the adverse king's bishop's 

3d. . 
B. The rook gives check. 

.10. 
W. The bishop covers the check. 
B. The king at his knight's square. 

11. 
W. The rook at its king's rook's 4th square^ 
and must win. 



FIRSt 
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FIRST BACK GAME, 

On the Fourth Move of the Black* 

4. 
W. The rook at the adverse king's knight's 

2d. 
B. The king at his bishop's square. 
5. 

W. The rook at the adverse king's rook's 

2d. {a) 
B. The rook at the adverse king's knight's 

square. 

W. The rook at the adverse queen's bishop's 

2d. {b) 
B. The king at his knight's square. 

Notes. 

(a) You force him, by this move, to play his rook 
to your king's knight's square, to parry the mate ; 
which will give you his rook gratuitously. 

(6) You leave him no other way to ward the mate, 
than playing his king to his knight's square; for, if 
he check with his rook, you preserve your attack im- 
pending in undiminished force over him, by covering 
with your bishop. 

W. The 
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7. 
W. The rook gives check, at the adverse 

queen's bishop's s(jiiare. 
B. The king at his rook's 2d. 

8. 
W. The rook gives check at the adverse king's 
rook's square, and must win. 
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SECOND BACK GAME, 

On the Fifth Move of the Black. 
5. 

W. The bishop at his Icing's knight's 3d. 

B. The rook at the adverse king's bishop *s 3d. 

6. 
W. Tlie bishop at the adverse queen's 3d. 
JB. The rook gives check. 

7. 
W. The bishop covers the check. 
B. The rook at the adverse king's bishop's 
3d. (a) 

8. 
W. The rook gives * check at the adverse 

king's 2d. 
B. The king at his bishop's square, {b) 

9. 
W. The rook at the adverse queen's bishop's 2d. 
B. The king at his knight's square. 

Notes. 

(a) If he had moved his king to his bishop's square, 
you would have played your rook to his king's rook's 
second, in order to give mate the next move. 

(i) If he had moved his king to his queen's square, 
you must have played your rook to his queen's knight's 
second^ in order to give mate the next move. 

W. The 
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10, 

W. The rook gives check at the adverse 

king's knight's 2cK 
B. The king at his bishop's square, (c) 

11. 
W. The rook at its king*s knight's 4th. 
B. The king at his square. (^) 

12. 
W. The bishop at his king's bishop's 4th, and 
must win the game. 

Notes. 

(c) If he had played his king to his i'ook's square^ 
you would have won his rook^ giving check by dis« 
covery. 

(d) If he bad played his rook to your king's thirds 
to prevent the check of your bishop ; you must have 
played your rook to your king's rook's fourth^ in 
order to give mate the next move. 
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AGAINST A ROOK. iSg 

THIRD BACK GAME, 

On ike Seventh Move of the Black. 
7. 

W. The rook at its queen's bishop's 4th. 
B. The king at his bishop's square. 

8, 
W, The bishop at the adverse king's 4th« 
B. The king at his knight's square. 

9. 
W. The rook at its king's rook's 4th, and 
must win the game. 
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METHOD 

Of tfynct'Sia, rm nvACK to take int 
to<firiof$ Ahott A<^f^iof$tp^ iff ontytu 70 

fiiVf. MAlt WITH A HOOK A%t^ ^t^HOt 
AGAin»r A ROOK. 

Siluatifm of the White. 

Tbe king at hb 4th square. 

The ljf»hop at his kiwg's 3cl square. 

The rook at itsqiiecfi% rook^s 2d. 

Situation of the Black. 

The king at his 3rl square. 

The rook at its queen's 2d square. 

I. 
W. The rook at its queen's knight's 2d. (a) 
B. The rook at its queen's square. 

2. 
W. The hishop at his king's bishop's 4tk {V) 
B. The rook at its king's square. 

Note$. 

(n) If yoii had checkf^d with yotir rook, he wemM 
hftve nonreffd with his ; but he \% now obliged to retract 
\\\9> rook, which enable* yoa to employ your bishop. 

(//) 11ii» prevcnta bis rook from covering theeheek 

from yonrs, so that you may force his king to re- 

tfograde. , . ^^^ ^ 

' W. The 
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3. 

W. The rook gives check, 

B. The king at his bishop's 2d. 

4. 
W. The king at the adverse king's bishop's 

4th. 
B. The rook at the adverse king's 2d. 

5. 
W. The rook at its queen*s knight*s square, (c) 
B. The rook at the adverse king's bishop's 2d. 

6. 
W. The rook gives check. 
B. The king at his bishop's square* (<0 

Notes. 

(c) This move is material, in order to employ your 
bishop as above directed ; that is, to debar his rook 
from covering the check, which you will give with 
yours* 

(d) If he had moved the king to bis square, you 
must then have advanced your king to the face of his 
king, a^nd left your bishop exposed. The whole diffi- 
culty consists in placing your bishop at the adverse 
king's fourth. Your adversary's manoeuvre to pre- 
vent it, will be, leaving his king inactive, amd playing 
his rook, alternately, from thfe second to the first 
square of your king's bishop. -^^ 

K2 W. The ^' 
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7. 
W. The kingflt liU 4th squftrci 
D. The khig at his iquare. (e) 4:4 

8. 
Wi The hinhop at the adverse king's 4thi 
B. The rook at its king's bishop's 9d» 

0. 

W. The rook gives check. 
B. The king at his iilct square. 

10. 
W. The king at the adverse qticen's 4th, 
B, The rook at the adverse king's bishop*! 

square. 

11. 
W. The rook gives check, at thft adverse 

queen's knight s Sdi 
B. The king at his squarei 

W. The king at the adverse king's 3d, ktiA 
finds himself in the position above assigned. 

(0 Mad he giten you cheek with fals took, ftiu 
mmi haire ptnyed your king to the adverts q<i«m'l 
fotirih^ which wonid Imte giten yuut bishiyp the IMm 
eeiiftfy liberty. The Adters^ry could hate Uh^kn 
played hit king to h)i krfight's square^ wfaioh Wilt hd 
made the luhjeet of a back game. 

BACK 
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BACK GAME, 

On the Stncfith Move of the Black. 

7. 
W. The king at his 4th square. 
B. The king at his knight's square. 

8. 
W. The bishop at the adverse king's 4th, 
B. The rook at its king's bishop's 2d. 

9. 
W. The rook at its queen's knight's square. 
B. The rook at the adverse bing's bishop's fid. 

10. 
W. The king at the adverse queen's 4th. 
B. The king at his bishop's 2d. 

11. 
W. The rook gives check. 
B. The king at his knight's 3d. 

12. 
W. The rook gives chi^ck at the adverse king's 

knight's 2d. 
B. The king ^t his ropk's 3d. 

13. 
W. The king at the adverse king's 3d. 
B- The rook at the adverse king's 2d. 

K 3 W. The 
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It may be seen by this back-game, that 
when the pieces do not stand exactly in the 
situation before assigned, there may be va- 
rious ways to force the mate: but a circum- 
stance that cannot be dispensed with, is, that 
the bishop must stand on a diagonal that 
runs close to his king, to cover him in case of 
a check. 
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or (Kvzya CHSdc-icATE with a snxoht 

AKD ▲ BXIHOV. 

Situation of the White. 

Ilielcingathis 4th square. 

The queen's knight at his square. 

The king's bishop atliis square. 

Situation of the Black. 
The king at his bishop's Sd. 

I. 
W. The bishop at his queen's bishop's 4th. (ja) 
B. The king at his knight's 3d. 

2. 
W. The king at his bishop's 4th. 
B. The king at his bi^thop's 3d. 

Notes. 

(fi) The mate must be given in the corner whio^lf 
of the colour on which the biiihop inoveti ; and when 
the advene king retrrei to i\\t corner^ difT^rently 
coloured, the stroke is effected, by a gradu|il proccii 
of eighteen or twenty movcf. <" 

W. The 
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3. 

W. The knight at his queen's bishop's Sd. 
B. The king at his knight*s 3d 

4. '• 
W. The knight at his king's 4th. (b) 
B. The king at his rook's 3d. 

5, 
W. The king at the adverse king's bishop's 4th. 
B. The king at his rook's 2d. (c) 

6. 
W. The king at the adverse king's bishop's 3d. 
B. The king at his rook's square, (rf) 

7. 
W. The knight ajt the adverse queen's Sd. 
B. The king at his rook's 2d. 

Notes. 

(ft) The office of the knight is, to exclude the ad* 
verse king from the squares which are out of the 
bishop's field. 

(c) If he had played his king to his rook's fourth^ 
you must have given ch(?ck with the bishop at your 
king's second ; and should he then pass his king to that 
quarter of the board which has a corner square of your 
bishop's colour^ you will mate hiiu in a few moves. 

(d) If he had moved to his rook's thirds you must 
have played your bishop to your king's lecund^ to 
oblige his king to seek shelter in the black aqgle, 
whence your knight will soon dislodge him. 

W. The 



13S CHKCK-MATE WITS 

8. 
W. The knight at the adverse king's bishop's 

2(1 (e) 
fi* Tlic king at his knight's square* (/) 

• p. 
W. The bishop at his queen's 3d. 
B. Tlie king at his bishop's square* 

10. 
W, The bishop at the adverse king's rook's 2d. 
B. The king at his square. 

n. 

W. T*he knight at the adverse king's 4th. 
B. Tlie king at his bishop*s square. (^) «C9 

12. 
W. The knight gives check at the adverse 

queen's 2d. 
B.'The king at his square. 

Notes. 

(f) From thin position, the mate \n forced in about 
eighteen or twenty moven. 

(f) TKc knight prevents hiflking from returning to 
the comer. Your object is, to cxchide him with the 
knight from the black squarcM^ uiid with the bishop 
from the white one*. 

(g) He might have played bin king to hin queen'* 
square ; which is traced to its consequences in a back 
game. 

W. The 
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IS. 
W. The king at the adverse king's Sd. 
B. The king at his queen's square. 

14. 
W. The king at the adverse queen's 3d. 
B. The king at his square. 

15. 
W, The bishop gives check. 
B. The king at his queen's square. 

16. 
W. The bishop at the adverse king's bishop's 
2d. 

B. The king at his queen's bishop's square. 

17. 

W. The knight at the adverse queen's bishop's 

4tb. 
B. The king at his queen's square, 

18. 
W. The knight gives check at the adverse 

queen's knight's 2d. 
B. The king at his queen's bishop square. 

19. 
W. The king at the adverse queen's bishop's 

Sd. 
B, The king at his queen's knight's square. 

W. The 
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20. 
W. The king at the adverse queen's knight's 

Scl 
B. The king at his queen's bishop's square* 

21. 
W. The bishop gives check. 
B. The king at his queen*s knight*s square, 

22. 
W. The bishop at the adverse queen's 2d. 
B. The king at his queen's rook's square. 

23. 
W. The knight at the adverse queen's bishop's 

4th. 
B. The king at his queen's knight's square. 

24. 
W. The knight gives check at the adverse 

queen's rook's 3(1. 
B. The king at his queen's rook's square. 

25. 
W. The bishop gives check-mate, 



BACK 
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BACK GAME, 

On (he Eleventh Move of the Black, 
11. 

W, The knight at the adverse king's 4th. 
B. The king at his queen's square, 

12. 
W. The king at the adverse king's 3d. 
B. The king at his queen's bishop's 2d. 

13. 
W. The knight at the adverse queen's 2d. {a) 
B. The king at his queen's bishop's 3d. 

14. 
W. The bishop at his queen's 3d. (i) 
B. The king at his queen's bishop's 2d. 

15. 
W. The bishop at his king's 4th. 
B. The king at his queen's square. 

16. 
W. The king at the adverse queen's 3d. 
B. The king at his square. 

Notes. 

(a) It is to be observed, that the knight does no^ 
change the direction of his moves, whether the black 
player adopt the course of the game or the back game. 

(6) If you had given check with your bishop, he 
would have passed his king into the other corner ; and 
your attack would have been eluded. 

W. The 
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17. 

W. The bishop gives check. 

B. The king at his queen's square. 

18. 
W. The bishop at the adverse king's bishop'i 

Sd. 
B. The king at his queen's bishop's square. 

19. 
W. The knight at the adverse queen's bishop 'j 
4th. (c) 

Notes. 

(c) It is needless to proceed. Tlie position induced 
by the back game^ is that of the seventeenth move 
of the game. 
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A PARTY, 

WOX WITH A ROOK AND A PAWN AGAINST 
A BISHOP. 

Situation of the fVhite. 

The king at his 4th square. 

The queen's pawn at the queen's 4th. 

The rook at its queen's square. 

Situation of the Black. 
The king at his 3d square. 
The king's bishop at his queen's bishop's 2d. 

1. 
W. The rook at its queen's rook's square, (a) 
B. The bishop at his queen's knight's square. 

2. 
W. The rook gives check. 
B. The bishop covers the check, (i) 

Notes. 

(a) If you had pushed your pawn^ to give cheeky 
you would have fumislied the adversary with the 
means of making a drawn game^ as will be seen 
afterwards. 

(Jb) If he had withdrawn his king^ you must have 
protruded yours to the van of your pawn. This party 
is to be won^ only by advancing your king^ and con* 
fining that of your adversary to the last rank^ pre- 
viously to pushing the pawn. 

W. The 
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3. 

W. The rook at the adverse queen's knight^s 

3d. (c) 
B. The king at his queen's 2d. 

4. 
W. The king at the adverse queen's 4th. 
fi. The bishop at the adverse king's knight^i 

Sd. 

5. 

W. The rook gives check at the adverse 

queen's rook's 2(1. 
B. The bishop covers the check. 

6. 
W. The rook at the adverse queen's rook's 2d. 
B. The king at liis queen's bishop's square. 

7. 
W. The king at tlic adverse queen's bishop's 
3d. (d) 

NotCH. 

(c) 1lW\% more impoww on him a ncccuMitv of re- 
tracting hiM king^ and rcfligning the field to yours. 

(d) In this position the game in won, cither bjr 
piiMhing the pawn to queen, or forcing the adverse 
bifhop. 
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A DRAWN GAME, 

WITH A ROaK AND A PAWN AGAINST A 
BISHOP. 

Situation of the IVhite. 

The king at his 4th square. 

The queen's pawn at the queen's 4th. 

The rook at its queen's square. 

Situation of the Black. 

The king at his 3d square. 

The king's bishop at his queen's bishop's 2d. 

1. 
W. The pawn gives check, (tf) 
B. The king at his queen's 2d. 

2. 
W. The king at his queen's 4th. 
B. The bishop at the adverse king's knight's 
3d. 

Notes. 

(a) The result from this movement mutft be a drawn 
game^ because your king cannot recover the oppor-' 
tanity of advancing before your pawn^ supposing . 
your adversary to play with critical precision. 

voi. II. L W. The 
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W. The rook at itn queen's rook's square. 
B. The bishop at the adverse king's bishop's 
4th. (*) 

4. 
W. The rook gives check. 
B. The king at his queen's 3d. (c) 

5. 
W. Tlie king at his. 4th square. 
B. The bisrhop at the adverse king's knight's 
3d. (d) 

Notes. 

(b) It is material for him to keep his bishop at a 
distance from your king, to enable him to give cheeky 
should you play the king to one of the black square* 
next to your pawn. 

(c) If he had covered the check, you would hate 
won the game, by pushing your king forwards to the 
black square facing his bishop. 

(d) If he had played his bishop to your king'f 
ropk*8 second, you would have won the game^ by 
playing your rook to his king's knight's second. It 
is to be observed, that, in the defence of this party, 
the bishop, while he is so distant as to secure himself 
from capture, must be ready to step into a diagonal 
that bears on the adverse king. 



W. The 
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\V. The rook at the adverse king's knight's 2d. 
B. The bishop at the adverse king's squarei 
in readiness to check* 

7. 

W. The rook gives check. 
B. The king at his queen's Sd. 

8. 
W, The pjiwii 1 square, (e) 
B. The king at his queen's bishop's 3d. (/) 

9. 
W. The king at the adverse king's 4th. 
B. The bishop at the adverse queen's knight's 
4th. (g) 

10- 
W- The pawn 1 square^ discovering check 

from the rook. 
B. The king takes the pawn. 

Notes. 

(e) Had you advanced the Icings he T(rould have 
obliged you to retrograde^ by a check from his 
bishop. 

(/) Apy other movement would have occasioned 
him the.loM of the game. 

(g) In this position your pawn is forced; as your 
king cannot proceed^ without intercepting the com- 
munication between the pawn and the rook. 

LS W. The 
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11. 

W. The king at the adverse queen^s 4th. 
B. The king at his queen's bishop's 8d. (A) 

Notes. 

(A) When a player has a bishop against a rook, he 
muftt M soon m possible station his king on a comer 
square of the chess-board, of a diflTcrent colour from 
the field of the bishop. It is the only place wherehe 
can insure a drawn game* 



METHOD 
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METHOD 

OF GIVING CHECK-MATB WITH A SINGLE. 
ROOK. 

Situation of the White. 

The king at his 4th square. 

The rook at its king*s rook*s square. 

Situation of the Black. 
Tlie king at his 3d square, 

1. 

W. The rook gives check. 
B. The king at his Sd square. 

2. 
W. The king at the adverse king's 4th square. 
B. The king at his queen's 2d square, (a) 

Notes. 

(a) His king must be opposite to yours, previously 
to each time of your giving check with your rook ; 
because his king is then forced, by tlie check, to re- 
trograde. 

L 3 W. The 
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3. 
W. The rook at the advene king's knightli 

3d. (b) 
B. The king at bis queen*s bishop^s 8d« 

A. 
W. The king at the adverse queen's 4th. 
fi. The king at his queen's knight's 8d« 

5. 
W. The king at the adverse queen *s bishop's 

4th. 
fi. The king at his queen*s rook's 8d. 

6. 
W. The king at the adverse queen's knight's 

4th. 
B. The king at his queen's knight's Sd. (c) 

7. 
W. The rook gives check, at the adverse 

king's knight's 12d. 
B« The king at his queen's bishop's square. 

Notes. 

(b) If you had played your king oppoiite to bis^ be 
would hav« restored his king to it» previous place; 
"whcrcun, idiould he on thii move play his king to the 
face of yowrn, you may force him back by the check 
of your rook. 

(0 In the present case he if obliged to place bis 
king f>ppo»itc to youri, or abiolutely to abandon the 
rank. 

W. The 
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8. 

W. The king at the adverse queen's bishop's 

3d. 
B. The king at his queen's square. 

9. 
W. The rook at the adverse queen's rook's 2d. 
B. The king at his square. 

10. 
W. The king at the adverse queen's Sd. 
B. The king at his bishop's square. 

11. 
W. The king at the adverse king's 3d. 
B. The king at his knight's square. 

12. 
W. Th.e king at the adverse king's bishop's 3d. 
B. The king at his rook's square. 

13. 
W, The king at the adverse king's knight's 3d. 
B. The king at his knight's square. 

14. 
W. The rook gives check-mate. 



There is another mode of giving check- 
mate with a rook, which may be practised 
with great facility, and which will, in ge- 
neral, be found more summary than that 
L 4 which 
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which ha* htcn exhWiitA. A de^rifHimi af 
iif sufficiently ifitirlligibk^ may be conveyed 
to the player, without a notation of the 
moreg. I'tie imnciple of it, m^ to confine 
the advert king in a square, two side* (4 
which are formed hy the extremities of the 
hoard, and two sides hy two impassable lines^ 
ffinning from the station (A the rook. This 
^\u\\ott muH, at tlte commencement^ prescribe 
all \iim\hh limitation; and the square yon 
i(»tMi)\n%\\y abridge, by the progression of 
t))e rm;k, supported by the king. When the 
adverse king is reduced to an area of ftmt 
squares, it wilt be proper to %itnpi:m\ the action 
of the rook, leaving him in the great diagonal, 
on the third si|uare from the corner. The 
interim will be employed in seating ymir own 
king on the third s(|uare 0( tlie rank or the 
file. This completes the preparation (m cbed^^ 
mate. 
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CONCLUSION OF A PARTY, 

TON BT THE QUEEN A0AIN8T A ROOK AND 
A PAWN. 

Situation of the White. 

The king at his bishop's 4th. 
The queen at her 3d square. 

Situation of the Black. 

The king at his 2d square. 
The rook at its king's 4th. 
The queen's pawn at the queen's 3d, (a) 

1. 
Vf. The queen gives check at the adverse 

king's rook's 2d. {b) 
B. The king at his 3d square.^ 

Notes. 

(a) Thiir party is a drawn game^ when the pawn 
has not been moved from its place ; but^ in the event 
of its having been advanced^ the queen must win. 

(6) His defence depends entirely upon not letting 
your king pass^ and in meditation of the intended 
obstruction^ playing his rook alternately from the 
queen^s bishop's fourth to the king's fourth^ being 
always supported by his pawn. 

W. The 
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W, Th^ quMfi givM eb^ck, %t the «ilvenie 

kitig*» knight*» nquare^ (c; 
B. The king at hie id nqwnrc. 

3. 
W. The queen at the a<lver*e qtiecn*» hUhop^n 

square. 
13. The rook at it* quccti*» bishoiA 4th. 

4. 
W. The queen gives check, at the adverse 

queen's knight's 2(1 
fi. The king at his 9d square. 

S. 
W. Tlie queen at the adverse king's knight's 

B. The rook at its king's 4th. 

a. 

W. The queen at the adverse queen^s hisbop^s 

id id) 
JE|f^ The rook at its queen's bishop's 4tb. 

Notes. 

. (c) This mo^t )f superfliiotm and unaratling ; atid 
J adopt il^ 0n\y to shew^ by what trivial means ioms 
-may it gained at Innt. 

(d) This more lay» a rertAin fottndation for a de^ 
eision in your fAvonr; you mii»t| therefore/ at the 
fieeond more of thi; <\uetn, inkt tiiin position. 

W. The 
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7. 
W. The queen at the adverse quecn^s square. 
B* The rook at its king's 4th. 

8. , 

W. The queen gives check at the adverse 

king's square, (c) 
3. The king at his queen's 4th. 

9. 
W. The queen at the adverse queen's bishop's 

square. (/) 
JJ, The rook gives check, {g) jrj^ 

la 
W. The king at the adverse king's bishop's 

4th. 
% The rook gives check. 

Notes. 

{e) This check forces his king to occupy the sam^ 
file \yith his pawn ; this will be a great facility to 
your own king^ in passing, 

(/) You place him under the dilemma of remov- 
ing his rook from his king^ or giving a free passage 
to yours. 

{g) If he had played his king to your queen's 
fourth, you must have played your queen to his 
queen's bishop's third. He might also hav^ played 
his rook to his king's rook's fourth^ to hinder the 
passage of your king; the movements which you 
should then adopts are exhibited in the first back 
game. 

W. The 
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W. The king at the adverse king's bishop's * 

Sd. 
fi. The rook at the adverse king's 4th. (A) 

, 12. 
W. The queen gives check at the adverse 

king's bishop's 4th. 
B. The rook covers the check. 

13, 
W. The queen gives check at her 3d square. 
B. The king at his queen's bishop's 4th. 

14. 
W. The queen at her 2d square, (i) 
B. The king at his queen^s bishop's 3d. 

15. 
W. The queen at her 4th square. 
B. The king at his queen's 2d. (A) .^p^ 

Notes. 

(A) If here^ too^ he had played bis king to year 
queen's fourth^ you must have played your queen to 
his queen^s bishop's third. 

(t) At the instant your king gets in the rear of his 
pawn^ the advantage of the game will turn on your 
side : to attain this^ you must force him to play his 
king. 

(&) He could have played his king to his queen's 
bishop's second square. This course is pursued in 
the second back game. 

W. The 



A ROOK AND PAWK. 157 

16. 

W. The queen at her bishop's 4th. 

B« The rook at its queen's bishop's 4th. (/) 

17. 
W. The queen gives check at the adverse 

king's bishop's 2d. 
B. The king at his queen's bishop's 3d. 

18. 
W. The king at the adverse king's 2d. 
B. The rook gives check. 

19. 
W. The king at the adverse queen's square. 
B. The rook at its queen's bishop's 4th. 

20. 
W. The queen gives check, at the adverse 

queen's 2d. 
B. The king at his queen's 4th. 

21. 
W. The king at the adverse king's 2d. 
B« The rook at its queen's bishop's Sd. 

Notes. 

(0 If he had detached a rook from his king^.the 
object of your play must have been to force his rook^ 
by a divergent check. 

W. The 
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SECOND BACK GAME, 

IS. 

W. The qtseen at her 4th square. 

B. The king at his queen's bishop^s SiL 

W, The queen at her rook s 4th. 

& The rook at iu queen's bishop^i 4dL 

17. 
W« The queen gives check at the adverse 

queen's rook's 2iL 
K The king at his queen's tnshop's 3d 

18. 
W. The king at the adverse king's Sd square, 
and must win. (a) 

Notes, 

(a) The ability of the king to manoeuvre befaiad 
the pawn, conunands the eveot of the gaae. 
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CHECK-MATE, 

BY THE QUEEN AGAINST A ROOK, 

Being a Continuation of the Party in Page 158. 

24. 
W, The queen gives check at her king*s 4th. 
B. The king at the adverse queen's knight's 
Sd. 

25- 
W. The king takes the pawn. 
B, The rook at the adverse queen's bishop's 2d. 

26. 
W. The king at the adverse queen's 4th. {a) 
B. The king at the adverse queen's knight's 2d. 

27. 
W. The king at his queen's 4th. 
B. The king at the adverse queen's rook's 
square, (b) 

28. 
W. The king at his queen's 3d square. 
B. The rook at the adverse queen's knight's 2d. 

Notes. 

(a) It is unavaihng to give check with your queen, 
before your king has approached the adverse king. 

(6) IJe offers you his rook for nothing ; but, if you 
take it, he will be stale-mate. 

VOL. II. M W. Tlie 
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29. 
W. The queen gives check at her rook's 4th. 
B. The king at the adverse queen's knight's 
square. 

SO. 
W. Tlu? queen at lurr rook's 3cl. 
B. The rook gives check at the adverse 
queen's 2d. (c) 

31. 
W. The king at his queen's hishop's 3d. 
B. The rook gives check at the adverse 
queen's bishop's 2d. 

32. 
W. The king at his (pieen's 3d. (d) 
B. The rook gives check at the adverse 
queen's 2d. 

Notes. 

(c) Your hint movr wii» by no means tnotical. The 
queen hIiouIJ have? remained on tlic fourth square 
from the corrujr. The move was made merely to 
sfuiw tlic gnine which might then he played by your 
advernnry. If you were to take hin rook, he would 
be Kt;ih?-jnate. 'I'his eaiinot be too much attended to 
at the end of tfiis party. 

(d) Had yon played your king to your queen'f 
kniglit'n third, he wc»uld have made u drawn g|me, by 
giving you cheek at your queen's l)ii*hop*» third. 

W. The 
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33. 

W. The king at his 3d square. 
B. The rook at the adverse- queen's knight's 
2d. , 

34. 
W. .The queen at her rook's 4th. (e) 
B, The rook at the adverse queen's bishop's 2d. 
,L? ^:..„ 35 

W. The king at his queen's 3d. 

B. The rook at the adverse queen's knight's 2d. 

^36. 
W. The king at his queen's bishop's Sd. {/) 
B. The rook at the adverse king's rook's 2d. 

37. 
W. The queen gives check at the adverse 

queen's knight's 4th. 
B. The king at the adverse queen's rook's 

square, 

Notes. 

(e) Your king may now invest the adversary, by. a 
near approach, without any danger of making him 
stale-mate. 

(f) He is obliged to remove his rook from his 
king, which gives you an opportunity of taking his 
rook by a divergent check, or making him mate. . 

M 2 W. The 
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38. 
W. The queen gives check at the adverse 

queen*8 rook*8 3d. 
B. The king at the knight's square, (g) 

39. 
W. The queen gives check at the adverse 

queen's knight's 3d. 
B. The king at the adverse queen's rook's 2d, 

40. 
W. The queen gives check at the adverse 

queen's rook's 2d. 
B. The king at the knight*s square* 

41. 
W. Tl)c (jueen gives check at her king's 
knight's square, and must win. (A) 

Notes. 

(g) If he had covered the cheeky you would have 
given mate at your queen's bishop's square. 

(A) This party can be won only by forcing the ad- 
versary to detach his rook^ in order to ensure its Mh 
by a divergent check. 
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A DRAWN GAME, 

WITH THE QUEEN AGAINST A ROOK AND 
A PAWN. 

Situatian:of the White. 

The king at the adverse queen's 4th. 
The queen at her knight's 3d. 

Situation of the Black. 

/yhe king at his queen's square. 
The queen's pawn at its square. 
The rook at its king's Sd. 

1. 
W. The queen gives check at the adverse 

queen's knight's square. 
B. The king at his 2d square. 

2. 
W. The queen at the adverse king's knight's 

square. 
B. The rook at its queen's bishop's 3d> 

3. 
W. The king at the adverse king's 4th. 
B. The rook at its king's 3d, giving check. 

MS W. The 



\ 



]()6 inV. QUEKN AUAINUT, iScc. 

4. 

W. Tlic king iit thr advene quccirj* 4tli 
nquarr. (a) 

(n) III tliin poHitioti if iH H (Iniwti f^ntnr; br^'aim^ 
nritlifi' tlir qtirMMi, unr \\\r kiti^, run roinr (i|mhi tli^ 
m\i nf ihr hhtrk piivvti, AA iii'thr former pinty. 
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A DRAWN GAME, 

WITH A ttOOK AND A PAWN AGAINST 

A rook; 
Or LOST GAxME, 

IF THE PLAYER HAVING ONLY A ROOK 
PLAY ILL. 

Situation of the White. 

The king at the adverse king*s bishop's 4th. 

The pawn at its king's 4th. 

The rook at the adverse king's rook's 2d. 

Situation of the Black. 

The king at his square. 

The rook at its queen's rook's 3d. 

1. 
W. The pawn 1 square. 
B. The rook at its queen's knight's 3d. (a) 4i^ 

Notes. 

(a) By commanding the third rank with his rook, 
he hinders your king from advancing; if he were to 
desert that rank before you had pushed your pawn, he 
would lose the party, as will be seen by a back game. 

M 4 W. The 
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2. 

W. The rook at the adverse queen's rook*s 2d. 
B. The rook at its queen's bishop's 3d. (A) 

3. 
W. The pawn 1 square. 
B. The rook at the adverse queen's bishop's 
square, (c) 

4. 
W. The king at the adverse king's bishop's 3d. 
B. The rook gives check at the adverse king's 
bishop's square, {d) 

Notes. 

(b) He ought not to move bis rook from this line^ 
until ai the instant of your pushing the pawn. 

(c) If he had given check, he would have lost the 
game. 

(J) And he must give vour perpetual check, unless 
you will be induceii to detach your king from your 
pawn : and if, in adopting that course, you enfilade 
obliquely from his successive checks, toward his rook, 
he will transport hL» rook, at the moment of its being 
reached by your king, so as to ensure the fall of yoor 
pawn.— If your king retires upon your own rook, he 
will change rook». 
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VARIANT GAME, 

ON THE FIRST MOVE OF THE BLACK, WHEN 
A ROOK AND A PAWN WIN^AGAINST 
A ROOK. 

1. 

W. The pawn 1 square. 

B. The rook at the adverse queen's rook s 

square. 

2. 

W. The king at the adverse khig's bishop s 

3d. (£2) 

B. The rook gives check at the adverse kitlg^s 
biwshop's square, (i) 
3. 
W. The king at the adverse king's 3d. 
B. The king at his bishop's square, (c) 

Notes. 

(a) If you had placed your king opposite his, h^ 
could have regained the opportunity of making a 
drawn game, by giving check with his rook. 

(ft) Had he given check at his queen's rook's third, 
you must have covered check with your pawn: and 
had he removed his king to his queen's square, you 
must have given check with your rook, afterward*' 
playing your king to the adverse king's second square.- 

(c) Had he left his king unmoved, you must have 
given check, and changed rook for rook. ' 

W. The 
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4. 
W. The rook gives check, 
1). The king ut his knight « 2ch 

5. 
W. Tlie rook At tljc a<lvcr»c king*$ square. (</) 
B* The rook at the aclverse king's s<|uare* 

6. 
W. The king at the adverse queen's 2d* 
b. 'J'he king at iiis bishop's 2(L (e) 

7. 
W. The pawn I square, giving check. 
B. The king at his knight's 2(1. (J ) 

W. Tlie king at the a<lver»e king's 2d. (g) 
B. The rook at the adverse king's 2d. 

W. Tlie rook at tlie adverse queen's square. 
B. The rook at the adverse king's square. 

Notes. 

(jd) Thb if the only move which can ensure victorj : 
every other leads but to a drawn game. 

(r) bad he given check, you mubt have played your 
king to the adverse kiug'n second. 

(/) Had he pUiyed Ids king to im bishop's third, 
you must have given check with your rook^ and U 
tbe oejct move pushed your pawn. 

(g) Had you pushed your pawn, it would have 
been a drawn game. 

W. The 
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10. 

W. The rook at its queen's 2d, 

B. The rook at the adverse king's 3d. 

11. 
VV. The rook gives check at its king's knight's 

2d. ' 

B. The king at his rook's 2d. 

12. 
\V. The king at the adverse king's bishop's 

2d. 
B. The rook gives check, 

13. 
W. The king at the adverse king's square. 
B. The rook at the adverse king's 3d. 

14 
W. The pawn 1 square. 
B. The rook at the adverse queen's 3d. (A) 

15. 
W. The rook at its queen's bishop's 2d. 
B. The queen at her knight's 2d. 

Notes. 

(A) He plays thus, in order to hinder your king 
from moving out on the queen's side of the boards 
and to bring him, by a cheeky again under your 
pawn, in case he move out on the king*s side. 

W. The 
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W. The rook at the adverse queen*8 bishop's 

2d. (i) 
B. The rook at the adverse queen's 2d. 

17. 
W. The rook at the adverse queen's 2d, 
B. The rook at the adverse queei^'^ knight's 

2d. 

18. 

W. The rook at its queen's square. 
B. The rook gives check. 

19. 
W. The rook at the adverse queen 2d. 
B. The rook gives check. 

20. 
W. The king at the adverse king's 3d. 
B. The rook gives check. 

21. 
W. The rook covers the check. 
B. The rook at its queen's knight's square. 

22, 
W. The rook at the adverse queen's square, 
and will win. 

Notes. 

(i) As in England, the stale-nwrte is the loss of 
the game, you might, at his move, pley your rook t(| 
your queen's second. 
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A DRAWN GAME, 

WITH A QU££N, AND A PAWN, AGAINST 
A QUEEN. 

Situation of the White. 

The king at the adverse king's knight's 2d* 
The pawn at the adverse king's bishop's 3d. 
The queen at her 3d square. 

/ ' Situation of the Black. 

The king at the adverse queen's knight's 4th. 
The queen at her bishop's 4th. 

1. 
W. The pawn 1 square, {a) 
B. The queen gives check at her king's 
knight's 4th. 

2. 
W. The queen covers the check. 

B.. The queen gives check at her king's 4th. 

d- 

Notes. 

(a) In this positioD^ the white should seek an op- 
portunity of changing queen for queen : the black 
should keep the king at a distance from the adverse 
king^ in ordei; to prevent that exchange^ and to be 
the better enabled to give perpetual check* 

W. The 
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3. 
W« The kiog at the adverse king's knight's 

square. (A) 
B. The queen at her 4th square. 

4, 
W. The king at the adverse king^s rook's 2d. 
B. The queen gives check at the adverse 
king's rook's square. 

5. 
W. The queen covers the check. 
B. The queen gives clieck at the adverse 
king's 4th. 

6. 
W. Tlwf king at the adi-erse king^s kBight's 

square. 
B. The queen gives check at the adverse 
king's knighi's 4th. 

7. 
W. The queen covers the clieck. 
B. The queen at her king's 3d. (c) 

(6) He cannot^ in this pwiition. give checJf, vitboat 
k»iug tb^ fvoM^ ; Imt htr mnv kinder jour pavnfrom 
jHkakiiig n ^tttsen. 

(c) It i» fhiin, timt^ irheD the checking intenBils^ 
sttck « pio«aUkuu «ui Y be tnUn «6 i«u prereut tbe pava 
|jrt>m nmkuig » quttu). 

A 
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A GAME WON 

BY A QUEEN, AGAINST A PAWN NEAE 
MAKING A QUEEN. 

Situation of the JVhite. 

The king at the adverse queen's knight's 2d. 
The queen at the adverse queen's bishop's 
square. 

Situation of the Black. 

The king at the adverse king's bishop's 2d. 
The pawn at the adverse king's 2d. 

1, 
W. The queen gives check at the adverse 

king's bishop's 4th. (a) 
B. The king at the adverse king's knight's 
2d. 

2. 
W. The queen gives check at her king's 

knight's 4th. 
B. The king at the adverse king's bishop's 2d. 

Notes. 

(fl) To win this game^ the queen must be brought, 
as near as possible, to the adverse king. 

W. The 
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8. 
W. The queen gives check at her bishop's 4th. 
B. The king at the adverse queen's 2d. 

W. The queen gives check at her 4th square. 

B. The king at the adverse queen's bishop's 

2d. 

10. 

W. Tlie queen at her king's 3d. (rf) 

B. The king at the adverse queen's square. 

11. 
W. The queen gives check at her 3d square. 
B. The king at the adverse king's square. 

12. 
W. The king at the adverse queen's 4th. (e) 

Notes. 

(d) It is uniformly tlie same move which forces 
liim to play his king under his pawn. 

(e) You will proceed with a reiteration of the same 
moves^ till your king is seated close to his pawu^ and 
then the game is won. 




N 
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A DRAWN GAME, 

WITH A QUEEN AGAINST A PAWN NEAR 
MAKING A QUEEN. 

Situation of the White. 

The king at his queen's bishop^ 4th. 
The queen at her king's 2d. 

Situation of the Black. 

The king at the adverse king's knight's square. 
The pawn at the adverse king's bishop's 2d. 

1. 
W. The queen gives check at her king's 

knight's 4th. 
B. The king at the adverse king's rook's 2d. 

2. 
W. The queen at her king's bishop's 3d. 
B. The king at the adverse king's knight's 
square. 



W. The 
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W. The queen gives check at her king's 

knight's 3d. 
B. The king at the adverse king's rook's 

square, (a) 

Notes. 

(a) In the former party, you forced his king to 
come under his - pawn : but he may now, without 
risk, leave it exposed to be taken ; for you. would 
make a stale-mate by taking it : tliis ought then to 
be a drawn game. 



14 ' • » / 



N 8 ANOTHER 
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ANOTHER DRAWN GAME, 

WITH A QV££N A0AIN8T A PAWK NEAR 
MAKING A QU££y. 

Situation of the JVhite. 

The king at hi5 qucen*s bishop^ 4th« 
The queeu at her 4th square. 

Situation of the Black. 

The king at the adverse king^s knight's 8d; 
The pawn at the adverse king*s rook's Sd« 

I. 
W. The queen gives check at her king's 

knight's 4th. 
B* The king at the adverse king's bishop's 
fid. 

2. 
W. The queen at her king's rook's 3d. 
B, The king at the adverse king's knight's 
square. 



W. Ths 
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3. 

W. The queen gives check at her king's 

knight's 3d. 
B. The king at the rook^s square; (4) 

Notes. 

(a) Being continually forced to remove your queen 
from that file> to make room for his king^ you could 
never bring up your king in time : so it must be a 
drawn game. 



It is^ to be observed, that the pawns of the 
two bishops, and of the two rooks, at one 
square from promotion, make a drawn game 
against a queen; and the pawns of the king/ 
and the queen, and of the two knights, lose 
in such a position, 



N3 
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A DRAWN GAME, 

WITH A SINGLE PAWN; 

Or A GAME WON, 

IF HE WHO DIRECTS THE UNACCOMPANIED 
KING SHOULD NOT PLAY WELL. 

Situation of the White. 

The king at bis bishop's 4th. 

The pawn at the adverse king's bishop's 4th. 

Situation of the Black* 
The king at his bishop's 3d. 

1. 

W. The king at his 4th square. 
B. The king at his bishop's 2d. {a) 

2. 
W. The king at the adverse king's 4th. 
B. The king at his 2d sfjuare. 

Notes. 

{a) It is necessary to bring his king alternately to 
the face of t\ui adverse pawn, and alternately to the 
face of the adverse king, in order to oppose the pro- 
motion of the pawn. 

W. The 
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W. The pawn 1 square giving check. 
U. The king at his bishop's 2d. 

4. 
W. The king at the adverse king's bishop's 

4th, 
IJ. The king at his bishop's square. (6) JpH 

5. 
VV. The king at the adverse king's 3d. 
U. The king at his square, (i) 

6. 
W. The king at the adverse king's bishop's 

4th. 
B. The king at his bishop's 2d. (d) 

Notes. 

i 

(i) If he had removed his king to his square, or to 
the; knight's square, he would have lost the game. 
The suhject ot*a back game. 

(c) Were you in the present position to push your 
pawn, you could not sustain it without making a 
btale-mate. 

(d) His defence depends upon opposing his king 
to yours ; if, on the other hand, th;i possession of tiie 
move enabled you to oppose your king to hii, you 
would win the game. 

N 4 W, The 
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7. 
W. The king at the adverse king^s knight's 

4th. 
B. The king at his bishop^s square, (e) 

8. 
W. The king at the adverse king's knight's 

3d. 
B. The king at his knight's square. 

9. 
W. The pawn 1 jsquare giving check. 
B. The king at his bishop's square. 

W. The king is forced to desert the pawn. 

Notes. 

(e) He places his king in that alternate opposition 
to your pieces, which infallibly brings on a drawu 
game. 



BACK 
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BACK GFAME, 

On tHe Fourth Mime of the Black* 

4. 
W. The king at the adverse king's bishop's 

4th. 
B. The king at his square, or at the knight's 
square. 

S. 
W. The king at the adverse king's 3d. 
B. The king at his bishop's square. 

6. 
W. The pawn 1 square. 
B. The king at his knight's 2d. 

7. 

W. The king at the adverse king's fid> and 
will win. 



It may be seen by these examples, that the 
unaccompanied king, to make a good defence, 
must, at the last stage of his retreat, refuse to 
move from before the adversary's pawn^ 
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A DRAWN GAME, 

BT A KNIQUT DISTANT FI^OK HIS XIN^, 

AGAINST A PAWN ADVANCING 

TO PHOMOTION. 

Situation of the JVhite. 

The king at his rook's Sd. 

The knight at his queen's rook's 2d. 

Situation of the Black. 

The king at the adverse queen's knight's 3d. 
The pawn at tlic adverse queen's rook's 3d. 

1. 
W. The knight gives check at his queen's 

bishop's square. 
B. The king at the adverse queen^s knight's 
2d. 

2. 
W. The knight gives dicck at his queen's 3d. 
B. The king at the adverse queen's bishop's 
2d. 

3. 
W. '\\\e knight at his queen's knight's 4th. 
B. Tiic king at the adverse queen's kniglit's 
3d. 

W. The 
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4. 
W. The knight at his queen's 3d. (a) 

Notes. 

(a) He cannot push his pawn; without receiving a 
divergent check from your knight; therefore it is a 
drawn game. It is important to observe, that in posi- 
tions, when the knight can neither check, nor hinder 
the pawn from (advancing, a divergent pheck will be 
in his power, if the pawn be advanced. 
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A DRAWN GAME, 

WITH TWO PAWNfl AOAIUST OWl ; 

Or A PARTY WON, 

If THE PLAYER WITH THE SIVOLE PAWH 
KI8M0V£. 

Situation of the IVhitc. 

The king at his 4th square. 

The king's bishop's pawn at its bishop's 4th« 

The king's knight's pawn at its knight's 5th. 

Situation of the Black. 

The king at his 3(1 square. 

The king's knight's pawn at its knight*s 3d (a) 

\. 
W. The king at his queen's 4th. 
B. The king at his qiicen's 3(1. (&) «C3i 

W. The 

Notes. 

(a) Before we proceed, let im review the board at 
the fltage at wliirh we fiiul the game. If the black 
|iiecefl were to play first, the white would win; bat 
the white party having to cbtntncnce^ it will be a 
drawn game. 

(&) Had he played his king to his king's bishop's 

fourth 
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2. 

W. The king at his queen's Sd. 
B. The king at his queen's 2d. (c) 

3. 
W. The king at his 3d square. 
B. The king at his 2d squai'e. (J) ^ 

4. 
W. The king at his queen's 4th. 
B. The king at his queen's Sd^ 

5. 
W. The king at his 4th square. 
B. The king at his 3d square, {e) 

Notes. 

fourth square, you would have regained the move; 
which would have been the earnest of victory. The 
subject of a back game. 

(c) Had he played his king to his queen's fourth^ 
he would have lost the game. The subject of the 
second back game. 

(d) By refusing to advance from his eligible station^ 
l^e is enabled to oppose your king, whethei^you chuse 
to place l^im at his own fourth, or at your queen'^ 
fourth. 

{e) This is the identical position at which we com- 
menced. Supposing the future moves of the adver- 
sary to be correctly made, no variation in your coume 
can prevent it from being a drawn game. 

FIRST 



190 TWO FAWK« 

FIRST BACK GAME, 

On the First Move of iJie Black. 
1. 

W. The king at hi« queen's 4th. 
B. The king at \m bishop's 4th. 

2. 
W* The king at his 3d square* 
B. The king at his 3d square, (a) 

3. 
W. The king at his 4th square. 
B. The king at his queen's 3d. (Jb) 

4. 
W. The bishop's pawn 1 square, 
B. The pawn takes the pawn, (c) 

5. 
W. The king takes the pawn. 
B. The king at his 2d square. 

Notes. 

(a) Had he removed his king to your king's kniglit'i 
fourth^ he would loge the game, equally as he will by 
the present course. 

(6) Had he played his king to his second square, oi 
to his queen's second, you must have advanced your 
king opposite his, to effect the capture of his pawn. 

{e) He could have declined taking your pawn ; a 
mode of play that is pursued in the second back game. 

W. Tb^ 
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6. 

W. The king at the adverse king's knight's Sd. 
B. The king at his bishop's square. 

7. 
W. The king at the adverse king's rook's 2d, 
and must win. (tf) 

Notes. 

(d) As often as the king can move in the van of a 
tingle pawn, the adversary cannot hinder you from 
making a queen. 



SECOND 
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SECOND BACK GAME, 

On ih$ Sgeond Move of the Biaek. 

2. 
W. The king at his queen's 3d. 
I). The king at his queen*s 4th. 

3. 
W. The king at his 3d square, (a) 
B. The king at his 3d square. 

4. 
W. The king at his ^th square. 
B. The king at his queen's 3d. (A) 

5. 
W. The bishop's pawn I square. 
B. The king at his 2d square. 

Notes. 

(a) You again get the move, because he cannot 
play bis king fronting yours: be must retrograde 
either to bis third square, or to. bis queen's third 
square. In either case, your king may place himself 
in opposition to bis, 

(b) If be bad withdrawn his king to bis second 
iquare^ or to bis queen's second, you must have ad- 
vanced your king opposite his. 

W. The 
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6. 

W. The pawn 1 square giving check, (c) 
B. The king at his 3d square* 

7. 
W. The king at his queen's 4th. 
B. The king at his queen's 3d. (^0 

8. 
W. The bishop's pawn 1 square. 
B. The king at his 2d square. 

9. 
W. The king at the adverse king's 4th. 
B. The king takes the pawn. 

10. 
W. The king it the adverse queen's 3d. 
B. The king at his bishop's square. 

11. 
W. The king at the adverse king's 3d^ 
B. The king at his knight's 2d. 

Notes. 

(c) Had you taken this pawn with yours^ it would 
have been a drawn game. 

(rf) By this step he has regained the move, since 
he may oppose king to king ; but by the sacrifice of 
a pawn you may recover it over him^ and a single 
pawn is enough to win the game. 

VOL. II. O W. The 
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A DRAWN GAME, 



TH TWO SEPARATED PAWNS, AGAINST 
TWO UNITED PAWNS. 

Situation of the IVkite. 

e king at his queen's 3d. 

le queen's bishop's pawn at its bishop's 5th, 

e queen's knight's pawn at its knight's 4th. 

Situation of the Black. 

le king at his queen's 4th. 
le queen's knight's pawn at its knight's 4th. 
le king's knight's pawn at its knight's 
•th. (a) 

1. 

The king at his 3d square, 
rhe king at his 4th square. 

2. 

The king at his bishop's 3d, 
"^he king at his bishop's 4th. 

Notes. 

From this position, if the black were to com- 
' play, the white would win the game. 

2 W. Tlie 
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3. 

W. The king at his knight's 3d. 
B. The king at his 4th square, {b) 

4. ^ 

W. The king at his knight's 4th. 
B. The king at his bishop's 3d. 

5. 
W. The king at his knight's 3d. 
B. The king at his 4th square, (c) 

6. 
W. The king at his bishop's 3d. 
B- The king at his bishop's 4th. (rf) 

Notes. 

(b) Had he played his king to his bishop's third, 
you would have advanced your king towards his 
pawn, and he would have lost the game. 

(c) Had he played his kipg to his bishop's fourth, 
you would have recovered the move ; and the move, 
at these critical junctures, is the game. 

(d) As he does not advance his pawn., nor suffer 
your king to take the place opposite to his, it must 
be a drawn game. 
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OBSERVATIONS 

ON THE 

ENDS OF PARTIES,. 

AND 

ON THE POWERS OF PIECES 
VARIOUSLY COMBINED. 



A SINGLE pawn cannot win, if the adverse 
king be placed in opposition to it. 

A single pawn may win, if the king be 
placed in the van of his pawn. 

Two pawns against one must win, almost 
in all cases : but he that has the two pawns, 
must avoid changing one of them with the 
adversary's pawn. 

03 A 
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A pawn, and any piece whatsoever, muit 
win in all ca^en ; a pawn on a rook's file, co* 
operating with a bishop, whose diagonal is of 
a different colour from the square at which 
the pawn must make a queen, only excepted. 

Two knights alone cannot mate. 

Two bishops alone may mate. 

A knight and a bishop may mate. 

A rook, against a knight, makes a drawn 
game. 

A rook, against a bishop, makes a drawn 
game. 

A rook and a knight, against a rook^ make 
a drawn game. 

A rook and a bishop, against a rook, win. 

A rook and a bishop, against a queen, make 
a drawn game. 

A rook and a knight, against a queen, make 
a drawn game. 

A queen, against a bishop and a knigh^ 
may win. 

A rook, against a bishop and two pawns, 
makes a drawn game. 



POWERS OF PIECES COMBINED. 199 

A rook, against one knight and two pawns, 
makes a drawn game, because in this, as in 
the last case, he who has the single potent 
piece, cannot be hindered from sacrificing it 
for the two pawns. 

A queen, against one rook and two pawns, 
makes a driwn game* 
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|Lato0 of C!)r00» 



The Laws or Consitutions of a Game are 
originally established, either to prevent or 
decide contests ; because, by defining what 
is in itself indefinite, by determining that 
which, without any explanation, would bf 
uncertain, they put an end to all obstinacy 
and dispute. These statutes, founded at 
first in reason, consecrated afterwards by 
custom, confirmed at length by the prac- 
tice of the best players, and the approbation 
of the most illustrious authors, may be 
reduced to the XVII following RULES, 
which the Society or Club of Chess in 
England have adopted for their code. 

LAWS 



SOI 



LAWS OF CHESS. 

I. 

THE chess-board must be placed in such a 
manner, that each player may have a white 
square at his right hand. ,.\^ ;-, y r CUii/ Tt^Z^tVf / 

11. 

He that gives a piece is supposed to have 
♦he move, unless it be agreed otherwise. In 
games without odds, lots must be cast for the 
move, which afterwards becomes alternate. 

III. 

If a pawn or piece have been forgotten at 
the beginning of the game, it will be in the 
adversary's choice, either to begin the game 
afresh, or to go on, permitting, nevertheless, 
the piece forgotten to be set in its place. 

IV. 

If it is agreed to give the advantage of st 
piece, or a pawn, and it have been forgotten 
at the beginning of a game, it will be left to 
the choice of him who has suffered by such a 
mistake, to proceed, or to recommence, 

V. 

A piece once touched must be played,, un- 
less it be said, la touching it, J'adoube: but 

if 
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Iff* piece bo dinplttcnl or ovrftHfticil hy kd' 
cidrnt, flic \At\ycr in whono »ct it iii| will be 
ullowtd to icHtotr it to itn place. 

If you t^)uch one of your AclveriaryS piece* 
without nayihg J'adouhe, he b^i« a right to 
oblige you to tttkr it } wtul in Cttie you Uimh 
11 piece not pri^^iiblr, you, who have touched 
it, must phty your king if you am). 

VU. 

When one httm ili^mi.Mrd a piece from W» 
hand, he cwnnot take it ttguin, to pl»y it tci 
ttnother plitcc ; but mi long «^ he kerp«i hi» 
hold of it, he \n at liberty to play it where he 
ptett^e^. 

Vl\t. 

A pbiycr ntttking a Mne move, mwnt piny 
hi» king, ixH in rule Vf, but no ful/ie move ciiti 
be recalled after the adveri^ary*ii i^ucceedjtt||( 
move J nn if the irregidar move be not revoked 
In time, the position taken mu»t remaift m if 
it had been ^mi, 

1\. 

fjvery pawn which him reached the eighth 
or \iM ^(juare of the che«M-board, U ent/tle^l 
to nntke a ijueen, or any other piece that »hall 
be thought proper j and thi/^, even when all 
tlie pieeen remain on the 6heiMM)>oard. 
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X. 

Any pawn has the privilege of advancing 
two squares, at its first move: but, in this 
case, it may, in passing, be taken by any pawn 
which might have taken it if it had been 
pushed but one move. * 

XL 

The king when he castles, cannot in his 
flight exceed two squares, that is, the rook 
with which he castles must take the square 
next to the original square of the king ; and 
the latter, leaping over, must be posted close 
on the other side of the rook, f 

XII. 

The king cannot castle when in check, 
nor after having been moved, nor if in passing 
he was exposed to a check, nor with a rook 
which has been removed from its place : and 
he that castles when he should not, must 

* One square would be more correct : but the language 
of this tenth rule is retained verbatim ; because the reason* 
ing on which the rule rests, seems to depend on this mode 
ofspeaking. Editor. 

f The old way of castling in several countries, and it 
still subsists in some, was to leave to the player's disposal, 
all the interval between the king and the rook, along 
with the squares first assigned them. 

play 
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play his rook touched, or his king, at hii 
own choice. 

XIH. 
If a player f?ivc check without warning, 
the adversary will not be bound to ward it 
off*; and he may consequently play as if such 
check did not exist: but if the former, in 
playing the next move, were to say, Cheeky 
each must then retract his last move^ as being 
false, and he that is under check is to obviate 
it in the prescribed form. 
XIV. 
If the adversary warn you of a check, with- 
out however giving it, and you in consequence 
touch, or move, cither your king, or any other 
piece, you will then be allowed to retract, so 
long as your adversary has not completed his 
next move. 

XV. 
If any one touch a piece which he cannot 
play without exposing his king to check, he 
must then play his king; and if his king can- 
not be played, the fault is of no conse- 
quence. 

XVI. 
When one has nothing else to play, and 
his king being out of check, cannot stir with- 
out coming to a check, then the game is 

stale-mate. 
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6tale-mate, In England, he whose king is 
fitale-mate wins the game * ; but in France, 
and several other countries, the stale-mate is 
a drawn game. 

XVII. 
At all conclusions of parties, when a player 
seems not to know how to give the difficult 
mates, as that of a knight and a bishop 
against the king, that of a rook and a bishop 
against a rook, &c. at the adversary's request, 
fifty moves on each side must be appointed 
for the end of the game : thpse being accom- 
plished, it will be a drawn gi^me. ' 

* Reasons calculated to allay the surprise which attends 
the first mention of the rule, may be found in the Intro* 
duction to Chess, in the first volame« 



The Editor invites the experienced reader's 
particular attention to the 9th, ioth, llth, 
and 12th rules; as some points intended to be 
established by them, seem open to discussion. 
^"^ide Appendix. 



GAMES 
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G^MES 
papeQ foitgout seeing tge OSoacn^ 



Mr. PlIILIDOIl being of opinion that an 
entire collection of the games he has played 
without looking over the chess-board would 
not be of any service to amateurs, ^e will 
only publish a few parties which he has played 
against three players at onqe, subjoining the 
names of his respectable adversaries, in order 
to prove, and transmit to posterity, afact^ of 
which future ages might otherwise entertain 
some doubt. 

The following Account appeared in the London 
News-papers^ the Sth of Mai/y 1783: 

** Yesterday, at the Chess-club in St. James's 
Street, Mr. Phili dor performed one of those 
wonderful exhibitions for which he is so 
much celebrated. He played at the same 
time three diflerent games, without seeing 
either of the tables. His opponents were 
Count BuuHL, Mr. Bowdlkr, and Mr. 
Maseres. To those who understand chess, 

this 
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this exertion of Mr. Philidor's abilities, 
must appear one of the greatest of which 
the human memory is susceptible. He goes 
through it with astonishing accuracy, and 
often corrects mistakes in those who have the 
board before them. Mr. Phi li dor sits with 
his back to the tables, and some gentleman 
present, who takes his part, informs him of 
the move of. his antagonist, and then, by his 
direction, plays his pieces." 

In the triple party before mentioned, Mr. 
Philidor gave the move to Count Bruhl 
and Mr. Bowdler, and the advantage of a 
pawn and the move to Mr. Maseres : the 
moves of each party were played alternately. 



Count BRUHL's Party. 

' • :. ^• 

W. King's pawn. 2 squares. 

B. The same. 

2. 

W. King's bishop at his queen's bishop's 4th. 
B. Queen's bishop's pawn 1 square. 

3. 
W. The queen at her king's 2d. 
B. Queen's pawn 1 square. 

W. Queen's 
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4. 

h. K\t\f(n h\%\Mj)f*§ pftwn 8 iquttrM* 

^, 

B. King'ii knight nX hi» bi»hop*ft 9iL 

Vf. The king^g pAwit tak«# thu bi#hq>'« pitwm 
])« llie queen'i bi»hop tftki;» the kifig% piiwfi, 

7. 
W« QueetiV pawn 1 square* 
h. KitigV pawn 1 «iquAre« 

H. . 
W« Qurcn*« bbhop at the adver^^ kiflg> 

knights 4thi 
B« Qtteen^/i pawn 1 <iquare« 

Vf. King% bishop at the queen'» kniglifc'# 9d« 
B, King*^ bi^hcip at \m i\mm'% S4 

JO, 
W, Qut^nN knight at hill queen'* fid^ 
B, The jiame, 

W# Klng'i fodW% pawn 1 «>quare* 
B. 'Ilict *ame, 

IS, 
W, Qutrn'» biihop at hi» kiog*i^ 0d« 
K The queen at her king i ijdi. 

W, King'* 
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13. 

W. King's bishop's pawn S squares* 
B. King*s rook's pawn 1 square. 

14. 
W. Queen's bishop's pawn 1 square. 
B. Queen's rook's pawn 1 square 

15. 
W. The queen's bishop's pawn takes the pawn. 
B. The queen's bishop's pawn takes the pawn. 

16. 
W. The queen at her king's bishop's 2d. 
B. The king castles with his rook. 

17. 
W. King's knight at his king's 2d. 
B# Queen's knight's pawn 2 squares. 

18. 
W. The king castles with his rook. 
B. Queen's knight at his 3d square. 

IP. 
W. King's knight at his 3d square. 
B. King's knight's pawn 1 square. 

20. 
W. Queen's rook at its bishop's square. 
B. Queen's knight at the adverse queen's 
bishop's 4th. 

21. 
W. The king's knight takes the bishop. 
B. The king's knight's pawn takes the knight. 
VOL. II. P W. The 



f to covHT nnvni.'(t vautt. 

M. 
W, The queen givri cheek tt the ktng'i 

knight'ii 3<1, 
B, The «j«ec»i covcr» the check, 

23. 
W. The <jucen taken the queen, 
I). The king tukeN the queen. 

W. The king's hinhop take* the quccn'f 

kiiif^ht. 
J). The queen'i knight'* pawn takei tht 

hiiiho{). 

W. King's knight** pawn I nquare, 
I). Qufttn'* rook at it* knight'* *qutr0, 

W. Queen** kiilghr'* pawn I *quare, 

B. King'* hitthop at the a4verie queen*! rook'f 

9d. 

«7. 
W. Queen'* rook at it* queen'i bl«hop*f fid. 
II The queen'* knight'i pawn tflkei th« 

queen'* knight'* pawn, 

3H. 
W, The queen'* rook'* pawn take* the pawn. 
I). King's fook at it* queen'i biihop'f square. 

W. The 
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29. 

VV. The queen's rook takes the king's rook. 
B. The rook takes the rook. 

30. 
W. The rook at the queen's rook's square. 
B. The bishop at the adverse queen's knight's 
4th. 

3h 
W. The rook takes the queen's rook's pawn. 
B. The rook at the adverse queen's bishop's 
3d. 

32. 
W. The king at his bishop's 2d. 
B. The rook at the adverse queen's 3d. 

33. 
W. The rook at its queen's rook's 2d. 
B. The bishop takes the knight, 

34. 
W. The rook takes the bishop. 
B. The rook takes the queen's knight's pawn. 

35. 
W. The rook at the queen's bishop's 2d. 
B. King's rook's pawn 1 square. 

36. 
W. Tlie rook gives check at the adverse 

queen's bishop's 2d. 
3. The king at his knight's 3d. 

P 2 W. The 
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57. 
Vf. The king'i knight's \izmti takes the rook's 

pnwti. 
B« The knight at his rook's 4th« 

W. The rook at the adverse queen's iA. 

B« The knight takes the king's bishop's pafrn. 

W. The bishop takes the knight 
fi. The rook gives check at the adverse king'^^ 
bishop's dd« 

W. The king at his knight's iA. 
h. The rook takes the bishop. 

W. The rook takes the queen's pawn. 

B, The rook at the adverse king's bishop's 3d' 

4S, 
W. The rook at tlie adverse queen's square. 
B. The rook at the adverse queen's id. 

43. . . 

W. Queen's pawn 1 square. 
B. King'» bishop's pawn 1 square. 

44. 
W, Queen's pawn 1 square. 
B. The rook gives check at the adverse q^een'^ 
2d. 

Vft. Tb^ 
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45. 
W. The king at his bishop's square, 
B. The king at his bishop's Sd. 

46. 
W. King*s rook's pawn 1 square. 
B. King's pawn 1 square. 

47. 
W. King's rook's pawn 1 square. 
B. The king's bishop's pawn 1 square, and 
wins the game. 



Mr. BOWDLER's Partt. 

1. 

W. King's pawn 2 squares. 

B. Queen's bishop's pawn 2 squares. 

2, 

W. King's bishop at his queen's bishop's 4tb- 
B. King's pawn 1 square. 

3. 

W. The queen at her king's 2d. 

B. Queen's knight at his bishop's 3d. 

W. Queen's bishop's pawn 1 square. 
B. Queen's rook's pawn 1 square. 

P 3 W, Queen's 
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5. 

W. Queen's rook\s pawn 2 squares. 
B. Queen's knight's pawn 1 square. 

6. 
W. King's bishop's pawn S squares. 
B. Queen's pawn 1 square. 

7. 
VV. King's knight at his bishop's 3d. 
fi. King's knight at his king's fid. 

8. 
W. King's bishop at his queen's rook's 2d. 
B. King's knight's pawn 1 square. 

9. 
W. Queen's pawn 1 square. 
B. King's bishop at his knight's 2d. 

la 

W. Queen's bishop at his king's 3d. 
B. Queen's pawn 1 square. 

n. 

W. Queen's knight at his queen's Sd^ 
B. The king castles. 

la. 
W. The king castles with his rook. 
B. King's bisliop's pawn 2 squares. 

13. 
W. King's pawn 1 square. 
B. King's rook's pawn 1 square. 

W. Quecn'j 
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14. 
W. Queen's pawn 1 square. 
B. Queen's bishop's pawn 1 square. 

15. 
W, Queen's knight's pawn 2 squares. 
B. Queen's knight's pawn 1 square. 

16. 
W. King's bishop at his queen's knight^s 

square. 
B. Queen's bishop at his queen's 2d. 

17. 
W. King's bishop at his queen's bishop's 2d. 
B. The queen at her bishop's 2d. 

18. 
W. King's rook's pawn 1 square. 
B. The king at his rook's 2d. 

19. 
W. The king at his rook's 2d. 
B. Queen's knight at his rook's 2d. 

20. 
W. King's knight's pawn 2 squares. 
B. The queen's knight's pawn takes the queen's 
rook's pawn. 

21. 
W. The king's bishop takes the queen's 

knight's pawn. 
B. Queen's knight at his 4th square. 

P4 W. The 
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M. 
W. The king's bishop takes the knight 
B. The queen's bishop takes the bishop. 

23. 
W. King's rook at its knight's square. 
B. The same* 

24. 
W. King's rook at its king's knight's Sd. 
6. Queen's rook's pawn 1 square. 

25. 
W. The queen's knight's pawn takes the pawn. 
B. The queen's rook takes the pawn. 

26. 
W. King rook at its king*s knight's square. 
B. King's rook at its queen's rook's square* 

27. 
W. The queen's rook takes the rook. 
B. The queen takes the rook. 

28. 
W. The rook at his queen's bishop's square. 
B. The queen at the adverse queen's rook's 3d* 

29. 
W. Queen's knight at his king's bishop's 

square. 
B. The queen at the adverse queen's knight's 

3d. 

W. The 
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30. 
W. The queen at her squajre* > 
B. The rook givei check at the adverse queen's 
rook's 2d. 

31. 
W. The bishop covers the check at his queten's 

2d. 
B. The c[ueen takes the queen. 

W. The rook takes the queen. 

B. The bishop at the adverse queen *s rook's 

4th. •' ' 

33. 
W. The rook at its queen's knight's square. 
B. Queen's bishop at the adverse queen^s 

knight's 3d. 

W. The king at his kniffht^s 3d. 

B. The knight at his queen's bishop's 3d. 

35. ^^ \ ■ ■ , 

W. Queen's knight at his kinjg;'s3d. 
B. King's bishop at his square. 

36. 
W. Queen's bishop at his square. 
B. King's bishop at the adverse queen's rook's 
3d. 



W. King's 
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37. 

W. King's rook's pawn 1 square. 
B. The bishop takes the bishop. 

38. 
W. The rook takes the bishop. 
B. The knight at his king's 2d. 

39* 
W. King's rook's pawn 1 square. 
B. The rook at the adverse king's 2d. 

40. 
W. The rook at his king's square. 
B. The rook takes the rook. 

41. 
W. The knight takes the rook. 
B. The king's bishop's pawn takes the pawn. 

42. 
W. The king takes the pawn. 
B. The knight at his king's bishop's 4th. 

43. 
W. The knight takes the. knight. 
B. The king's knight's pawn takes the knight, 
and gives check. 

44. 
W. The king at his knight's 3d. 
B. The bishop at the adverse queen's square. 

45. 
W. The knight at his king's bishop's 3d. 
B. The bishop takes the knight 

W. The 
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46. 
W. The king takes the bishop. 
JB. The king at his knight*s 2d. 

47. 
W. The king at his 3d square. 
B. The king at His bishop's 2d. 

48. 
W. The king at his queen's 2d. 
B. The king at his 2d square. 

49. 
W. The king at his queen's bishop's 2d. 
B. The king at his queen's 2d. 

50. 
W. The king at his queen's knight's 2d. 
B. The king at his queen's bishop's 3d. 

Si: 
W. The king at his queen's rook*s 3d, 
B. The king at his queen's knight's 4th, and 
makes a drawn game. 



Mr. 



fltO 



Mr. MASERES' Party. 

He received the King'a Mthop't Pawn, 
and the Mwe. 

1. 
W. King'* pftwn fi dqunrci. 
B. King'N knight at bit rook'i 9d. 

S. 
W. Queen'* pawn S nqudreii. 
6. King'i kniglit at his binhop'o Sd. 

d. 
W. King'it h!«hop At hii* (|ueen'8 Sd* 
fi. Kiug'N pawn 1 iquare, 

4. 
W. KingV knight at hii |)i»hop'i Sd. 
B. Quecn'M pawn 'A Dquarei. 

S. 
W. King'»pftwn I dquttre, 
B. Queen's Itishup's pnwn S squares. 

S. 
W. Queen's bishop's pawn 1 square. 
B. Queen's knight at his bishop's Sd. 

7.' 
W. Queen's bishop at his king's 9d. 
B. Queen's knight's pawn 1 square. 

W. King's 
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8. 
W. King's bishop at the adverse queen's 

knight's 4th. 
B. Queen's bishop at his queen's 2d. 

9. 
W. Queen's rook's pawn 2 squares. . 
B. Queen's rook's pawn 1 square, 

10. 
W. King's bishop at his queen's 3d. 
B. King's knight's pawn 1 square. 

11. 
W. The king castles: 
B. The queen at her bishop's 2d. 

12. 
W. The queen at her king's 2d. 
B. Queen's bishop's pawti 1 square. 

13. 
W. King's JbSshpp at his queen's bishop^s fid. ' 
B. Queen's rook at its knight's square. 

W. Queen's knight at his took'a 8d. ^ i 
B. King's bishop at his king's 2d. 

15. 
W. King's rook's pawn 1 square. 
B. The king castles with his rook. 

16. 
W. King's knight at his rook's Sd^/ \v 

B. Queen's knight's pawn J square* ^ 7 

X. ^ W. The 
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17. 
W. The queen's rook's pawn takes the pawn. 
B. The queen's rook's pawn takes the pawn. 

18. 
W. The queen at her king's knight's 4th.. 
D. The king at his knight's iid. 

li?. 
W. King's hishop's pawn Q squares. 
B. King's knight at hi/; rook's dd. 

20. 
W. The queen at lier king's knight's 3d, 
B. King's knight at his king's bishop's Ath 

21. 
W. Tlie king's bishop takes the knight. 
B. The king's rook takes the bishop. 

8S2. 
W. The queen at her king's bishop's 3d. 
B. Queen's knight's pawn 1 square. 

S3. 
W. The queen's bishop's pawn takes the pawn. 
B. The knight takes the pawn. 

W. King's knight's pawn 2 squares. 
B. King's rook at its bishop's square. 

25. 
W. The queen at her king's knight's 2d. 
B. The knight at the adverse queen's 3d. 

W. Queen's 
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. 25. 
W. Queen's bishop at his square. 
B. The queen at her Icnight's 3d. 

27. 
W. Queen's knight at his queen's bishop's 2d. 
B. The knight takes the bishop. 

28. 
W. The queen's rook takes the knight. 
B. The queen takes the queen's knight's 
paMn. 

-!• 29. 
W. Queen's knight at his king's 3d. 
B. The queen takes the queen. 

W. The king takes thp queen. 
B. Queen's rook at the, adverse queen's 
knight's 3d. ' 

W. King's rook at its bishop's Sd. 

B. Queen's rook at the adverse queen's 3d. 

32. 
W. Queen's rook at its queen's square. 
B. Queen's bishop at the adverse queen's 
rook's. 4th. 

33. 
W. Tlie queen's rook takes Ihe rook. 
B. The queen's bishop's pawn takes the rook. 

W. King's 
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34. 

W. King's knight at his bishop's square. 
B. King's bishop at the adverse queen'3 
knight's 4th. 

55. 
W. Th^ rook at its king's bishop's 2d. 
6. King's bishop at the adverse queen's 
bishop's 3d. 

56. 
W. The rook at its queen's rook's 2d. 
B. Queen's bishop at the adverse queen's 
knight's 3d. 

37. 
W. The rook at its king's bishop*s 2d. 
B. The king's bishop takes the queen's pawn. 

38. 
W. The rook at its queen's 2d. 
B. The rook takes the king's bishop's pawn. 

39. 
W. The rook takes the pawn. 
B. Queen's bishop at the adverse queen's 
bishop's 4th. 

40. 
W. The kn^ht takes the bishop. 
B. The queen's pawn takes the knight 

41. 
W. The rook at its king's bishop's 3d. 
B* The rook takes the rook* 

W. The 
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42. 
W. The king takes the rook. 
B. The bishop takes the king's pawn; . 

43. 
W. The king at his 4th square. 
B. The bishop at his king^'s bishop's 3d. 

44. 
W. The knight) at his king's 3d. ■ 
B. Queen's^ bishop's pawn 1 square. 

45. 
W. The king at his queen's Sd. 
B. The king at Iiis bishop's 2d. 

46. 
W. The knight at his queen'i square. 
B. The king at his 2d square. 

47. 
W. The knight takes th6 pawn. 
B. The bishbp takes the knight ■ 

48. 
W. The king takes the bishop. 
B. The Idng at his queen's Sd. 

49. 
W. The king at his queen's 4th. 
B. The king's paMni 1 square, giving check. 

5a 
W. The king at his 4th square. 
B. The king at his Sd square. 

v<A.ii. Q W. King's 
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W. King's rook'i pawn 1 iquare. 
B. The same. 

59. 
W. 1 lie king at his Sd square. 
B. The king at his queen's 4th. 

59. 
W. The king at his queen^s Sd. 
B. The king's pawn 1 square, giving check. 

54. 
W. The king at his 9d square. 
B. The king at his 4th square! 

55. 
W. King's knight's pawn 1 square. 
B. King's rook's pawn 1 square. 

56. 
W. The king at his 8d square. 
h. The king at the adverse king's bishop's 4th. 

57. 
W. The king at his bishop's 2d. 
B. The king at the adverse king's knight's 4t\u 

58. 
W. The king at his 3d square. 
B. . The king takes the rook's pawn. 

59. 
W. Tlie king takes the pawn. 
B. The king takes the knight's pawn, afid 

wins the game. 

ANOTHER 
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ANOTHER MATCH, 

Played at the Chess-Club, the lOth of May ^ 
1788, against Count Bruhl, Mr. Nowell, 
and Mr. Leitcester. — Mr. Nowell and 
Mr. Letc ESTER received the odds of the 
Pawn and thf Mpve, and Count Bruhl 
only the Move. ^ 

Count BRUHL's Second Party* 

1. 
W. King's pawn 2 squares. 
B. The same. 

2. . . ' 

W. King's bishop's pawn 2 squares* 
B. The king's pawn takes the pawn. 

3. 
W. King's knight at his bishop's 3d. . .^ . 
B. King's knight's pawn 2 squares. 

4. 
W. King's bishop at his queen's bishdp's 4th. 
B. King's bishop at his knight's 2d. 

5. 
W. King's rook's pawn 2 squares. 
B. King's rooks pawn 1 square. 

Q 2 W. The 
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6. 

W. The kinff'i rook'i* pawn take* the pawn. 
B. The kingS rook's pawn takes tlie pawn. 

7. 
W. The rook takes the rook. 
B. Hie king's bishop takes the rook. 

8. 
W. Queen's pawn 3 squares. 
B. King's knight's pawn I squar/. 

9. 
W. The queen's bishop takes the king's pawn. 
B. The king's knight's pawn takes the knight 

10, 
W. The queen takes the knight's pawn* 
B. The queen at her king's gd. 

IK 
W. Queen's bisliop's pawn I square. 
B. King s knight at his bishop 3d. 

12. 
W. The knight at his queen's 2d. 
B. Qui'en's pawn 2 squares* 

13. 
W. King's bishop at his queen's 3d. 
B' l'h<i queen's pawn takes the pawn. 

U. 
, The knight takes the pawn. 
T)u$ knight takes tlie knight 

W, Tli 
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15 
W. The queen takes the knight. 
B. The queen takes the queen. 

16. 
W. The bishop takes the queen. 
B. Queen's bishop's pawn 1 square. 

W. The king at his queen's 2d. 

B. Queen's bishop at his king's 3d.' 

W. Queen's knight's pawn 1 square. 
B. The knight at his queen's 2d. 

19. 
W. The rook at the king's rook's square. 
B. King's bishop at his 3d square. 

20. 
W. The king at his queen's bishop's 2d. 
B. The king castles. 

21. 
W. Queen's bishop at the adverse queen's 3d. 
B. The knight at the queen's knight's 3d. 

22. 
W. Queen's bishop at the adverse queen's 

bishop's 4th. 
B. The king at his queen's bishop's 2d. 

23. 
W. The rook at the adverse king's rook's 2d. 
B. The rook at the king's rook.'s square. 
" Q3 W. Queen's 
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24. 
W. Queen's bishop's pawn 1 square. 
B. The rook takes the rook. 

W. The bishop takes the rook. 
B. Tlie knight at his queen's 2d» 

26. 
W. The king at his queen's 3d. 
B. The kuight takes the bishop. 

27. 
W. The pawn takes the knight. 
B. King's bishop at his king's 2d. 

28. 
W. Queen's knight's pawn 1 square. 
B. Queen's rook's pawn 1 square. 

29. 
W. Queen's rook's pawn 1 square. 
B. King's bishop's pawn 2 squares. 

30. 
W. The bishop at the adverse king's knight'^ 

3d. 
B. The king at his queen's 2d. 

31. 
W. The bishop at the adverse king's rook's 

4th. 
B. King's bishop at his king's knight's 4th. 

W. The 
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32. 

W. The bishop at his queen's square. 
B. King*s bishop at the adverse queen^s 
bishop's square. 

33. 
W. The bishop at his queen's rook's 4th. 
B- The king's bishop takes the queen's rook's 
pawn. 

34. 
W. The king at his queen's bishop'3 3<J- 
B. King's bishop at the adverse queen's 
bishop's square, 

35.. 
W. The bishop at his queen's square. 
B. King's bishop ^t the adverse king's 
bishop's 4th. 

36. 
W. The king at his queen's 4th. 
B. The king at his 2d square. 

37. 
W. Queen's knight's pawn 1 square. 
B. The king at the king's bishop's 3d. 

38. 
W. The bishop at his king's bishop's 3d, 
B. Queen's bishop at his queen's 2d. 

39. 
W. Queen's knight's pawn I square. 
B. King's bishop at his king's knight's 4th- 

Q4 W. The 



iSSt COUNT bruhl's paett. 

40. 
W. The bishop at his queen's square. 
13. King's bishop at the adverse king's rook*i 
4th. 

41. 
W. The king at his Sd square. 
B. The king at his 4th square. 

48. 
W. The bishop at his king's bishop's 3d. 
B. The king's bishop at his king's id. 

43. 
W. The king at his queen's 3d. 
B. The king's Ijishop takes the pawn. 

44. 
W. The king at his queen's bishop's Sd. 
B. The king's bishop takes the pawn* 

45. 
W. The king at his queen's knight's 3d. 
B. The king at the adverse queen's 4th, and 
wins the game. 



wAS 



Mr. 
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Mr. NOWELL's Partt. 

He received the Klng^s Bishop's Pcmn^ 
and the Move. 

I. 
W. King's pawn 2 squares. 
6. King's knight at his king's rook's Sd. 

2. 

W. King's bishop at his queen's bishop's 4th. 
B. King's pawn 1 square. 

'3. 
W. Queen's pawn 1 square. 
B. King's knight at his bishop's 2d. 

4. 
W. King's bishop's pawn 2 squares. 
B. Queen's pawn 2 squares. 

5. 

W. King's bishop at his queen's knight's Sd. 
B. King's bishop at his queen's bishop's 4th. 

6\ 
W. King's knight at his king's bishop's Sd. 
B. The king castles. 

7. 

W. King's pawn 1 square. 

B. Queen's bishop's pawn 1 square. 

W. Queen's 
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W. Queen's pawn I «qiiare« 

n. King'» bi^liQp at hii* <|iieen'« knighfa Sd. 

W. Queen's rook'w jmwn I square* 
IJ, Thequrf:a at her king's Ud, 

10, 
W. The king i'dtilkn. 
II Queen s biithop's |mwn 1 square. 

11, 
W. Queen*s l)islio[)*ii \mwn I square. 
1). Queen's knight ut his bislxq/s 3d. 

W. Queen*s bidhoj) at liis king's Sil 
h. Queen's hishop at his queen's 2d. 

i;}. 

W. The queen at her king's i2d. 
li. King's knight's {>awn 1 square. 

14. 
W. King's bishop at his queen's bishop's 2d. 
1}. King's knight at his rook's Hd. 

Ifi. 
W. Queen's knight at his queen's Ud. 
JJ. King's knight at his bishop's 4th* 

10. 
W. King's rook at its bisliop's 2d. 
H, I'he knight takes the bishop. 

W. The 
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17. 
W. The queen takes the knight. 
B. Queen's rook at its bishop's square* 

18. 
W. Queen's knight at his 3d square. 
B. The queen's bishop's pawn takes the pawn. 

19. 
W. The queen's knight takes the pawn, 
fi. The knight takes the knight. 

20. 
W. The knight takes the knight. 
B. Queen's rook at the adverse queen's 
bishop's 4th. 

21. 
W. Queen's rook at its queen's square. 
B. Queen's rook at its queen's bishop's square. 

W. King's rook's pawn 1 square. 
B. King's rook at its bishop's Sd. 

23. 
W. The king at his rook's 2d. 
B. Queen's rook at its king's bishop's square. 

24. 
W. The queen at her king's knight's 3d. 
B. King's bishop at his queen's square. 

25. 
W. Queen's rook at its king's bishop's square. 
B. Queen's knight's pawn 2 squares. 

W. The 
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W. The queen at her king's 3(1. 
B. Queen's rook's pawn 2 squares. 

27. 
W. King's rook at its bishop's 3d. 
B. King's rook at its knight's 2(1. 

28. 
W. The queen at her 2d square. 
B. King's bishop at his queen's bishop's 2d. 

29. 
W. King's bishop at his queen's 3d. 
B. Queen's rook at its queen's knight's square. 

30. 
W. The king at his rook's scpiarc. 
B. King's kniglit's pawn 1 sijuare. 

31. 
W. King's rook at its knight's 3d. 
B. The king's knight's pawn takes the pawn. 

32. 
W. The rook takes the rook. 
B. The queen takes tlie rook. 

33. 
W. The rook takes tlie pawn. 
B. The queen takes the king's pawn. 

34. 
W. The rook gives check, at its king's 

knight's 4th. 
B. The king at his rook's square. 

W. The 
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35. 
W. The knight at his king's bishop's 3d. 
B. The queen at her king's bishop's 3(1. 

36. 
W. The rook at its king's rook's 4th. 
B. The king at his knight's square. 

37. 
W. The bishop takes the rook*s. pawn, and 

gives check. 
B. The king at bis knight's Sd. 

38. 
W. King's bishop at his queen's Sd. 
B. The rook at its king's rook's squafe. 

39. 
W. The rook at its king's knight's 4th, giving 

check. 
B. The king at his bishop's square. 

40., 
W. The queen at her king's 3d. 
B. The king at his square. 

41. 
W. The rook at the advirse king's knight's 

3d. 
B. The queen at the adverse king's bishop's 

4tb. 



W. The 
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W. The queen at the adverse queen*s bishop's 

4th. 
B. The king at his queen^s square. 

43. 
W. Tlie rook at the adverse king*s knight'i 

Sd. 
B. The queen at her 3d square. 

44. 
W. The queen at her king's 3d. 
B. The rook at its king's bishop's square. 

45. 
W. The queen at the adverse king's knight's 

4th, giving check. 
B. The king at his queen's bishop's square. 

46. 
W. The queen at her 2d square. 
B. King's pawn 1 square. 

47. 
W. The rook at the adverse king's knighfs 3d. 
B. Queen's bishop at his king's 3d. 

48. 
W. The queen at Ihe adverse king's rook^s Sd. 
B. The rook at its king's square. 

49. 
W. The bishop takes the queen's knighfs 

pawn. 
B. The rook at its king's 2d. 

W. The 
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50. 
W. The queen at the adverse king's rook's 

square, giving check. 
B. The king at his queen's knight's 2d. 

51. . 
W. The rook at the adverse king's knighf $ 

4th. 
B. King's pawn 1 square. 

52. 
W. The knight at the adverse king's 4th. 
B. The king at his queen's knight's 3d. 

53. 
W. Queen's rook's pawn 1 square. 
B. King's i^awn 1 square. 

54. 
W. King's knight at his king's bishop's 3d.* 
B. Queen's bishop at his queen's Sd. 

* The Editor cannot avoid observing, that if instead 
of the retreat here made by the knight, the queen were 
transported to the blaek queen's rook's square, check-mate 
might be soon effected. He has hitherto forborne, and he 
wilVnot multiply remarks on these games, played ex tempore^ 
lest it should seem hypercritical. In few cases, indeed, 
would a passing animadversion on a single move be of 
utility. A proposed change, before it can add any thing 
to the .^layer's experiencei must have its conse<j[uences 
traced in a back game. 

W. The 
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55. 
W. The queen at her 4th square giving check. 
B. The queen at her queen*i» bihhop & 4th. 

56. 
W. The queen taken the queen. 
B. The king takes the queen. 

57. 
W. The bishop takei the bishop. 
B. King's pawn 1 square. 

58. 
W. The king's knlglit at his king's square. 
B. The rook takes the bishop. 

59. 

W. The king at Iiis knighfs square. 
B. The rook at its king's bishop's Qd. 

GO. 
W. Tlie knight at his king's bishop's 3d. 
B. Ihe rook takes the knight, and wins the 
game. 



kmmmmmmamka^ 



Mr. 
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Mr. LEYCEStfiR's PaAty. 

He received the King's Bishop's Pawn, 
and the M6ve. 

1. 
W. King's pawn S squares, 
fi. Queen's bishop's pawn fi squares. 

S. 
W. The queen at the adverse king's rook's 

4th square, giving check. 
B. King's knight's pawn 1 square. 

3. 
W. The queen, takes the queen's bishop's 

pawn. 
B. Queen's knight at his bishop's dd. 

4. 
W. Queen's bishop's pawn 1 square. 
B. King's pawn 2 squares. 

5. 
W. The queen at her king's Sd. 
B. King's knight at his bishop's Sd. 

6. 
W. King's rook's pawn 1 square. 
B. Queen's pawn S squares. 

VOL. II. R W. The 
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7. 

W. The king's pawn takes tbe pawn. 
SL The king's knight takes the pawn. 

8. 
W. The qnem at her king's id. 
B. King's knight at the adrerse king's 
bishop's 4th. 

9. 
W. The qaeen at her kicg*s bishop's Sd. 
B. King's biUiap at his rook's 5d. 

10. 
W. King's bishop at the adverse queen's 

knight *s 4th. 
B. The king castles with his rook. 

n. 

W. The qaeen at her king's 4th. 

B Queen*5 bishop at his king's bishop's 4tb. 

IS. 
W. The queen at h^ queen's bishop's 4th, 

giring chrckr 
B. The king at his rook's square. 

W. The queen at her king's bishop's square. 
B. Queen's biibop at the adverse queen's 3d. 

14. 
Tl'. The king's bishop takes the queen's bishop. 
B. The king's knight takes the bishop, and 
gives check. 

W. The 
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15. 
W. The king at his 2d square. 
B. The king's rook takes the king's bishop^ 
pawn and gives check. 

16. 
W. The queen takes the king's rook. 
B. The king's knight takes the queen. 

17. 
W. The king t^kes the knight. 
B. The queen at the adverse queen's 3d. 

18.- 
W. King's knight at his king's 2d. 
B. The rook at its kings bishop's square, '-^ 

giving check. 

19. 
W. The king at his square. 
B. King's pawn 1 square. 

20. 
W. King's rook at its king's bishop's square. 
B. The rook takes the rook. v^^i 

21. 
W. Thef king takes the rook. 
B. The queen at the adverse queen's bishop's 
2d. 

22. 
W. The king at his square 
B. The knight at his king's 4th. 

R S W. Queen't 
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THIRD MATCH. 

Chbss-Club« Saturday, March 13, 1790. 

Mr. Phi LI DOR played Three Games at once; 
Ixvo without seeing the Boards^ and the third 
on looking over the Table. His Opponents 
were the Hon. H. S. Conway, Mr. Shel- 
don, and Capt. Smith. The Game (Mr, 
Phili noR being alloxved to see the Pieces) 
was against Mr. Conway; the Move he 
gave to each of his Adversaries. 

Hon. H. S. CONWAY'S pAMt. 

1. 
B. King's pawn fi squares. 
W. The same. 

2. 
B. King's bishop at his queen's bishop's 4th. 
W. Queen's bishop's pawn 1 square* 

3. 
B. Queen's knight at his bishop's 3d. 
W. King's bishop at his queen's 3d. 

4. 
B. Queen's pawn 1 square. 
W. King's bishop at his queen's bishop's 2d. 

5. 
B. The queen at her king's bishop's 3d. ' 
W. The queen at her king's Sfd. 

R 3 B. Queifii's 
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6. 

B. Queen's bishop at the adverse king's 

knight*s 4th. 
W. King's knight at his bishop's Sd. 

7. 
B. King's knight at his king's fid. 
W. Queen^s pawn 1 square. 

8. 
B. King's rodk*s pawn 1 square. 
W. Queen's bishop at his king's 3d. 

9- 
B. King's bishop at his queen's knight's Sd 
W. Queen's knight's pawn fi squares* 

10. 
fi. The king castles with his queen's rook. 
W. King's rook's pawn 1 square. 

11. 
B. The queen ^s bishop takes the knight. 
W. The queen takes the bishop. 

IS. 
B. The queen takes the queen. 
W. The king's knight's pawn takes thcjqueen., 

13. 
B. Queen's pawn 1 square. 
W. Queen's rook's pawn 2 squares. 

U. 
B. Kinjj's bishop's pawn 2 squares. 
W. The king's pawn takes the queen's pawn. 

B.Tbe 
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15. 
B. The rook takes the pawn. 
W. Queen's rook's pawn 1 square. 

16. 
B. The king's bishop takes the bishop. 
W. The king*s bishop's pawn takes the bishop. 

17. 
B. King's rook at its queen's square^ 
W. The king at his 2d square. . 

18. 
B. King's knight at hi^ square. 
W. Queen's knight at his queen's 2d. /" 

19 \ . 
B. King's knight at his bishop's 3d. 
W. King's rook's pawn T square. 

V *^ *'.''■♦•■. « • • 

gQ.,.. ....,., .., . ,i ,- 

B. King's pawn 1 square. " 
W. The king's bishop's pawn "takes fhe king's 
pawn. :'; t . * 

21. 
B. The king's knight takes the pawn. 
W. The knight takes the knight. , 

22. 
B. The king's bishop's pawn takes the knight , 
W. Queen's pawn 1 square. 

23, 
B. King's rook at its king's square. 
W. Queen's rook at its king's bishop's square. 
R4 B. Queens 
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84. 
B. Queen'* rook at its queen's 9d. 
W. Queen'a rook at ito king'i bUhop'i 4tf^< 

£5. 
6. Queen's knight's pawn I square. 
* W. The queen's rook's pawn takes the pavfL 

fi5. 
B. The queen's rook's pawn takes the pawn. 
W. The queen's rook takes the king'a piini. 

ft King's rook at its bishop's square. 

W. Queen's rook at its king's knight*! 4th, 

88. 
B. King's knight's pawn 1 square, ^i,; 
W. King's rook at his knight's squtre. 

i9' 
B. King's knight at his king's 8d* 
"W. King's pawn 1 square. 

SO. 
B. Queen's rook at its king's bishop's ad. 
W. King's rook at its knight's 8d. 

51. 
B. Queen's rook at the adverse khtg'iUshop'i 

3d. 
W. The bishop at his queen's 9d. 

.' rf t*, . B. Quees'f 
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32- 
B. Queen's rook at the adverse king^s rook't 

Sd. 
W. King's rook at its king's knight's 3d. 

33. 
B- The rook takes the rook. 
W. The rook takes the rook. 

34. 
B. The rookat the adverse king's bishop's 4th, 
W. King's pawn 1 square. 

35. 
R The rook takes the king's rook's pawn. 
We The bishop takes the king's knight's pa^Ti. 

3& 
B. The knight takes the bishop. 
W. The rook takes the knight. 

37. 
B. The king at his queen's 2d. 
W. The king at his queen's 3d. 

38. 
B. Tlie rook at the adverse king's rook's 

square, 
W. The king at his queen's bishop's 4th. 

39. 
B. Queen's bishop^s j^wn 1 square. 
W. Queen's knight's pawn 1 square. 

B. The 



40. 
JBu The qtieen'f hiihop't |>ftwii t»ke§ the |Niirii. 
W. The king tt the adverse queen'f 4th. 

41. 
6. The rook at the adverse king's rook'f 5d 
W. The rook at the adverse king'* kaightjs 
Sd« giving check. 

M. 
E The king at hi* queen's bishop's square 
W. King's pawn 1 square. 

45. 
B. The rook takes the queen's bishop's pawn* 
W. The rook gives check, at the adverse 
king's knight's square. 

44. 
B. The king at his queen's knight's £d 
W. King's pawn 1 square. 

45. 
B. The rook at the adverse king's 9d. 
W. The king's pawn makes a queen. 

46. 
B< The rook takes the queen. 
W. The rook takes the rook, and wins the 
game. 



Ma. 



:i5.i 



Mr. SHELDON^s PARTY. 

1. 

B. King's pawn 2 squares. 
W. The same. 

2. 
B. King's bishop at his queen's bishop's 4th.; 
W. Queen's bishop's pawn 1 square. 

3. 
B. King's knight at his bishop's 3d. 
W. Queen's pawn 2 squares. 

4. 
B. The pawn takes the pawn 
W. The pawn takes the pawn 

5. 
B. King's bishop at his queen's knight's 3d. 
W. Queen's knight at his bishop's 3d. 

6. 
B. Queen's pawn 2 squares. 
W. King's pawn 1 square. 

7. 
B. King's knight at the adverse king's 4th. " 
W. Queen's bishop at his king's 3d. 

8. 
B. The king castles. 
W. King's bishop's pawn 1 square. 

B. The 
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9. 

fi. The knight Uket the knight. 

W. The pawn takes the knight. 

10. 

B. King's bishop's pawn 1 square. 

W. The same. 

11. 

p. Queen's bishop at his king's Sd. 

W. King's knight at his bishop's Sd. 

18. 

fi. Queen's knight at his queen's fid. 

W. King's bishop at his queen's 3d. 

Id. 

B. Queen's bishop's pawn 8 squares. 
W. The king castles. 

14. 
B. King's bishop at his queen's rook's ^th. 
W. The queen at her bishop's fid. 

15. 
B. King's bishop's pawn 1 square. 
W. The knight at the adverse king's knight's 
4th. 

16. 
B. The queen at her king's fid. 
W. The knight takes the bishop. 

17. 
B. The queen takes the knight. 
W. Queen's bishop's pawn 1 square. 

B. Th« 
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18. 
B. The knight at his queen's knight's Sd. 
W. The queen's pawn takes the pawn, 

19. 
B. The knight takes the queen's bishop's 

pawn. 
W. The bishop takes the knight. 

SO. 

B. The pawn takes the bishop. 

W. Queen's rook at its queen's bishop's square. 

21. 
B. Queen's pawn 1 square, at the adverse 

queen's bishop's 3d. 
W. King's rook at its queen's square. 

S2. 
B. King's rook at its queen's i^uare. 
W. King's rook at the adverse queen's 3d. 

28. 
B. The rook takes the rook. 
W. The queen's bishop's pawn takes the rook, 

24. 
B, The bishop at his queen's knight's 3d. 
W. The bishop takes the bishop. 

25. 
B. The pawn takes the bishop. 
W. The queen at her knight's 3d. 

B. The 
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26. 

B. The king; at ]m biifhop\4 2d. 
W. The queen takes the queen. 

27. 
fi. The king takes the qoeen. 
W. The rook takes the pawn. 

28. 
B. The rook takes the pawn. 
W. The rook at its queen's 3cl. 

29. 
B. The kinff at his queen's 2cl. 
W. The king*s pawn gives check. 

30. 
B. The king takes the king's pawn. 
W. Queen's pawn 1 square. 

31. 
B. The rook at its qucen^s rook's square. 
W. The queen's pawh makes a queen, and 
though forced to be exchanged for the 
KK)k, the white party wins the game. 



Capt. SMITH'S Paett. 

I. 
B. King's pawn 2 squares. 
W. Tlie same. 

B. King's 



i 
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2; 

B. King's bishop at his queen's bishop's 4th. 
W. King's knfght at his bishop's Sd. 

3. 
B. Queen's pawn 1 square. 
W. Queen's bishop's pawn 1 square. 

4. 
B. Queen's bishop at the adverse khig'i 

knight's 4th. 
W. King's rook*s pawn 1 square. 

5. 
B. The bishop takes the knight. 
W. The queen takes the bishop. 

6. 
B. Queen's knight at his bishop's 3d. 
W. Queen's knight's pawn 2 squares. 

7. 
B. King's bishop at his queen's knight's 3d. 
W. Queen's rook's pawn 2 squares. 

8; 

B. Queen's rook's pawn 1 square. 

W. King's bishop at his queen's bishop's 4th. 

9. 
B. King's knight at his bishop's 3d. 
W. Queen's pawn 1 square. 

10. 
B. The queen at her 2d square. 
W. Queen's bishop at his king's 3d. 

B. The 
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11. 

B. The king** bishop ttlcet the 

W. The king's bishop's pawn takes thebUhop. 

Ifi. 
B. The king castles with his rook. 
W. King's knight's pawn S squares. 

13. 
B. King's rook's pawn 1 square. 
W. Tlie knight at his queen's Sd. 

14. 
B. King's knight at his king's rook's Sd. 
W. King's rook's pawn 1 square. 

15. 
B. King's knight's pawn 1 square. 
W. The king at his 2d square. 

]6. 
B. The king at his knight's Sd. 
W. Queen's pawn 1 square. 

17. 
B. King's bishop's pawn 1 square. 
W. The knight at his king's bishop's •qatre.t: 

18. 
B. Queen's knight at his king's fid. 
W. The I^ight at his king's knight's M. ^ 

19. y . 

B. Queen's bishop's pawn 1 square. 
W. Queen's rook at its king's knight'« squfare; 

... ..', < 

B. Queen's 

► ■ .'^ "•• 
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20. 
B. Quecfi1t^fJ»rh^l sqiiard--^ ^i.^. * 
W. The bishop at liis que6n*s kniglifs 3d. 

21. 
B. The queen's pawn takes the king's pawn. 
W. The queen takes the queen's pawn. 

22. 
B. Queen's knight at his queen's 4th. 
W. The king at his queen's 2ci. 

23. 
B. Queen's rook at its king's square. 
W. King's rook's pawn 1 square. 

24. 
B. The queen at her king's bishop's 2d. 
W. The bishop at his queen's bishop's 2d. 

25. 
B. Queen's knight at his king's 2d. 
W. The king*s rook^s pawn takes the pawn. 

26. 
B. The queen takes the pawn. 
W. The queen takes the queen. 

27. 
B. The knight takes the queen. 
W. The knight gives check at the adverse 
king's bishop's 4th. 

28. 
B. The king at his rook^s square. 
W. TKe king's rook takes the pawn. 

VOL. II. S B. King's 
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29. 
B. King's rook at its king*s knight's square. 
W. The king's rook takes the king's knight, 
and gives check. 

90. 
B. The king takes the rook« 
W. The rook gives check, at its king's rook*i 
square. 

31. 
B. The knight at the adverse king's rook'i 

4th, covering check. 
W. The rook takes ihe knight, and gives 
check. 

32. 
B. The king at his knight's 3(U 
W. The knight at the adverse king's rook's 
3d| discovering check from the bishop. 

33. 
B. The king at his knight's 4tK ^ 
W. The rook at the adverse king's rook's 4th, 
giving check-mate. 



Not to retrace a connected scries of movei 
in the game, the reader will perceive that the 
black king should have brcn moved U) hU 
knight/.H second, and not to hii knight*i 
fourth, by which the mate would have been 

thrown 
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thrown to a considerable distance; if a 
blemish be in the 33d move conspicuous, so 
was brilliant manoeuvring in preceding stages. 
These exhibitions of play are not indiscri- 
minately models. It would be invidious to 
distinguish the strokes of excellence from 
the traits of sepondary skill. Playing any 
of these parties, with an endeavour to find 
the place at which the move, or other ad- 
vantage, was recovered or abandoned, will 
conduce to insight and improvement. 

The Editor cannot express greater ad- 
miration than he feels, at the talents which 
supported the masterly professor in a success- 
ful combat with distinguished players, under 
combined difficulties and privations volun- 
tarily encouiltercd. The chance of confusion 
in the picture in his mind, furnished some 
dependence to his opponents: but it was 
scarcely to be expected, that a player, so 
completely exercised, should be drawn into a 
novel situation, or an untried combination ; 
or that if such could be offered to him, that 
his progress would be embarrassed. 
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ON DISPUTED POINTS, 

Jl5Y suggesting elementary regulations, Ijy 
improvements on the best plans of his pre- 
decessors, Phi LI DOB laid a foundation for 
investing the theory of the game with sta- 
bility and excellence ; and there wants only 
the concurrent efforts of reasoning players, 
to' give the few principles which remain afloat, 
or which rest, by sufference, on unequal and 
contradictory grounds, a settlement that by 
agreement of parts, and coincidence with 
order, shall be entitled to permanence. 

As the object of the game is to convey into 
the mind facility at resource by exercise, it 
seems worthy to receive, from time to time, 
all the improvement, as a system, that ex- 
perience and reflection can bestow. But the 
thinking cultivator of Chess, in tending it 
to gradual maturity, will guard it from all 
radical changes ; because the history of its 
S 3 progress 
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progress, through successive ages, and in 
various countries, allows no hope of pro- 
ducing all at onde, by ktiy 'effort of mind, a 
combination of study with amusement, to be 
pursued as a game, that shall rival it in utility 
and interest. 

As a prelude to a. complete adjustment of 
principles, the Nomenclature of Chess, cir- 
cumscribed in su!)jects, but redundant im 
obscurity and error, deserves attetition. /Care 
should be taken to distinguish, by appropriate 
terms, the Elementary Institutes which fix 
the powers, and modes of action of the pieces, 
•from the General Maxims^ or Directions Tor 
PLiyitig, which communicate, as far as theo- 
retic indications can, the most dextrous ways 
of using them; and these, again, should be 
distinguished from those Laws or Regulations 
which obviate* or decide disputes between 
players, respecting punctilios in the manage- 
ment of the pieces, and the board. In 
Treatises of Chess, these have been indis- 
criminately blended under the general nanjc 
o^ Rules ; to the impediment of the student, 
exploring publications for a lucid path to the 
game. A neglect of division and arrange- 
ment, was the less pardonable in works pro- 
fessed to be scientific compendiums of Chess, 

because 
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because in fitting, and combining the ma- 
terials, discretion might avail itself of the 
extent of the plan. The framers of the Laxvs 
ofChess^j on the contrary, had it not in con- 
templation to compose a practical assistant 
for the uninitiate; which is a satisfactory 
apology for their mixing decisions on a few 
disputed points, which belong to the class of 
Elementary Institutes^ with Provisions, or 
LawSy to prevent the errors or inadvertencies 
of players, from obstructing the game. 

It is not intended to call in question the 
justness of the general tenor of their short 
code, which administers corrections of inci- 
dental informalities, perfectly equitable. Sec- 
tions IX, X, XI, XII, however, are em- 
ployed in regulating the powers and modes of 
action of peculiar pieces, embracing the most 
problematical points. We investigate their 
propriety, in the order there pursued. 

FIRST DISPUTED POINT. 

Section IX. enacts that a pawn may be- 
come a queen, when all the pieces remain on 
the board. Consequently a player may have 
two, or a greater plurality of queens. How, 

Ante page aoo. 

S 4 enquires 
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enquires the player recently entered on the 
study of the gmne, is each additional queen to 
be represented and distinguished ? By placing 
tM'o pawns on one square, and pushing them 
about in company ; a solecism in theory, a 
barb:ai^m in practice. Against it, PhilidoRi 
in llic first edition of his work, violently in- 
veighs. His reasons and his poignant ridir 
culc arc recorded ; but he has not favoured 
us with the arguments by which he was after- 
wards induced to give it countenance. Per: 
haps he was overborne by a majority, pre- 
possessed in favour of a practice, to which, 
from their first acquaintance with the game, 
they had been accustomed. 

The Editor begs leave to suggest, that by 
limiting the promotion of the pawn to the 
highest office, or power, vacant^ an incon- 
gruity revolting against method, may be 
avoided ; and a moderate share of skill will 
still enable the player, to derive the utmost 
preponderance from a pawn on the eve of 
promotion. It is only necessary previously 
to oftcr an exchange of queens, which can 
seldom be refused, without surrendering the 
advantage of position: not to mention that 
the conversion of a pawn merely into a rook, 

would 
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would prove, in the hands of an able player, 
^n effective q^quisition. 

SECOND POINT. 

We enter on the consideration of Section 
X. It must be owned that Philidor was 
always an advocate for the principle which 
pervades it, inculcating it before it was en- 
grafted in the English code. It professes 
to establish, that an unmoved pawn may be 
disqualified from advancing two squares, by 
the circumstance of an adverse pawn having 
penetrated to the fourth square of an ad* 
joining file. The refinement in this decision, 
while the mistake on which it rests lay un- 
detected, recommended it to the ingenious. 
Expose the mistake which probably gave 
rise to it, and the rule is left without foun- 
dation. The phrase '^ two steps the first 
mwe/' or " two moves the first step/' an oc- 
casional subsitution, was current through 
chess books, and M^ith players. Hence a 
habit was implicitly contracted, of contem- 
plating a pawn exercising this power, as mak- 
ing TWO moves of o^e square each, not one 
continued integral move of two squares. The 
Editor, observes, that if the former idea 
be right, every one must admit the rule to be 

right ; 
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right ; for who could make a jouraey of twenty 
miles, that is precluded from going the first 
ten ? But if the latter be the correct idea, if 
the pawn, at its first move, have really the 
power of going two squares at one effort, it is 
as iiTegular to prohibit the exercise of that 
power, because the pawn, were it to halt on 
its way, would be taken; as it would be to 
prohibit the bishop, the rook, or the queen, 
the full exercise of their greater powers, when- 
ever there is a square in the line of their pas- 
sage, at which they could not rest without 
being taken. Ought any of the latter pieces 
to be precluded from passing such a square? 
•Ihe absurdity of the phraseology which sup- 
ports the rule is conspicuous, when extended 
to the queen; it would be grotesque to say, 
that she makes at once seven moves. For 
these reasons, in describing the properties of 
the pawn, in the INTRODUCTION^ TO 
CHESS, in the first volume, no notice i» 
taken of this disqualification. 

THIRD POINT. 

Section XL contains nothing that can ma- 
terially offentl the advocate of order; how- 
ever, in pursuing one species of unifonnity, it 
loses sight of another. By confining the 

king 
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king to move precisely the same distance from 
^is orrginal square, whether he castles on the 
Icing's side or the queen's side, his relation tb 
the Covering pawns, when castled, and thfe 
space frotfi the exterior of the board, is not 
dn each side uniform. If the rule be intended 
^b restrain a piece from exerting unnecessary 
licence, ill leaping over another piece, it 
jflibuld be remembered, that either the king 
^T the rook must vault three iSquares in cast- 
ling on the queen's side, and the king is en- 
titled to the prerogative of taking this flight 
oncie in a campaign, in preference to the rook* 
tJnder the mode of castling prescribed, the 
king is not equally shielded on the queen's 
side as on the king's, and one pawn is left 
unprbteeted* 

FOURTH POINT. 

Section XIL embraces several objects. It 
is therefore recapitulated, with the points 
whic^h the Editor invites to be considered, 
distinguished by Italics. ** The king cannot 
** castle when iJi check, nor after having been 
*' moved, nor if in passing he teas exposed to a 
** cheeky nor with a rook which has been 
** moved : and he that castles when he should 
''not, must play his rook touched; or his 



'* king 
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** king, at his own choice." Is not the pro- 
hibition upon the king from castling, when in 
check, as extraordinary as if a general were 
prevented iVoni flying under the guns of a 
fort, when the efforts of a numerous enemy 
were concentred on him? If this disability be 
essential to a tactical conduct of the gan^e, let 
it be continued. It seems, howeveri to have 
been transmitted from player to player, after 
the reasons which occasioned it ceased to 
exist. In past eras of Chess, the king and 
rook hud such a latitude in castling, thai the 
assailant might be defied to conjecture to what 
part they would be transported. The most 
expedient (lualification of this license, th{it 
then presented itself, was to restrict the King 
from castling when in chrck, in onler that an 
elaborate attack might not be entirely eluded* 
Succeeding legislators of Chess have defined 
the place of castling, and the distance to be 
passed; and the original argument, for the 
prohibition under discussion, has vanished^ 
Intereating situations occur, by allowing the 
king to castle when in check; and it seems 
reasonable to propose a repeal of one of the 
restrictions on the chief piece on the board, 
at tlic multiplicity of which every person, on 
a first introduction to the game, feels surprise, 

FllTlI 
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FIFTH POINT. 

With respect to the prohibition from castling, 
if the king in passing would be exposed to a 
check, it rests precisely on the same grounds 
as the disability imposed on the pawn ; and a 
restriction from* passing a square on which an 
adverse piece acts, should be imposed on all 
the pieces, or on none ; now were it general, 
it would be impossible to pursue the game, 
from the wearying and minute examination 
of every square, in all possible tracks, which 
would be incumbent on the player ; and the 
confinement and paralysis of the leading 
pieces, which it would occasion. If this ex- 
cessive refinement controlled all the move- 
ments on the board, Chess would have a con* 
stitution most ingeniously impracticable. 

The Editor, in a former edition, exhibited 
specimens of play, in which, agreeably to the 
principles here proposed, a promoted pawn 
was occasionally made a rook — a pawn, in its 
first extended movement, passed another 
pawn, as freely as a greater piece would make 
a transit over a battered square — the king, in 
castling on the queen's side, took the knight's 
square, as on the king's — the king castled 
when in check — the king castled when in 

passing 
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passing he was exposed to a check. Tbeie 
are not all tnnorations. A desire, how' 
evcr^ to avoid an appearance of i«trtidiug 
what may be termed innovations^ without 
soliciting the general consent, a wish to ui 
with candor toward the reader who may draw 
his ideas of Cheis from this pablication, sod 
turn to it as an authority, has occasioned \m 
to expunge all tbo^ examptes, and to con* 
struct tlie introductory games ^coirfdin^ U$ 
the prevailing system ; retei viug any propoii' 
tion for a new or i0:viYed coutyt till the resi<^ 
had ample opportunity to be ^^fmmted wttb 
the subject. 

The arguments which have been ofered f<^ 
change, on the first, seor^nd, and (Ifth pointi^ 
do not seem to be turnitd by any praetiol 
obstacle: but in the way of a coocurrenci^ 
with any alteration on the mad M%d femrdi 
points, lie ob|ec^ions and diihcuhie:^ oC n sSf 
ture to propagate them^veiu A profieiencf 
in the game is not acx|uired a^ ooee^ Geniiiv 
applying to the best modeis^ pt<usaing origin;^ 
experiments, '^ and practmtsg with the Ust 
players, at length acquires it. Hence tim 
dij^culty. CastitiH^ in eheel^ rendering tfae 
best modek m some nspects obsoiieor, nc^ 

exaffi|»k( 
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examples must be formed. The veteran, as 
to a knowledge of the effect of some positions, 
would be reduced to a level with the youngest 
recruit in the lists. For him to insist on con- 
formity with the established practice, seems 
therefore fair. On the other hand, the recent 
player, were he to vary in his modes as he 
should be inclined or obliged, could scarcely 
ever be completely on his guard, and self- 
possessed. It seems expedient then to fall in 
with the current system. Fortunately the 
practice which it is most difficult to shake, 
is the least exceptionable; objections to re- 
strictions on the king do not owe their force 
to any want of interest in the game as it now 
isythcy merely rest on the peculiarly unsuited 
and' inconsistent situation of the. chief piece 
on the board, viewed in the way of analogy. 
But it is in vain to look into this little field; 
for exact parallels either with war or politics. 
The game of Chess is like the game of Chess, 
and like nothing else. 

Still we may expect that a system the most 
arbitrary and distinct in its foundation should 
agree in its parts. The rules on the first, 
second, and fifth points involve real incon- 
veaiencei absurdity^ and discordance.^ Hap* 

pily 
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fily occasions for exemplifying them rarely 
occar. Aa they arc interwoven with scarcely 
any standard game, there does not seem any 
good reason for their retention* 
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